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PREFACE TO NEW. EDITION 


Amer several years of experience in working from 
this book we have found that the proportion of 
games suitable for younger children is too small. 

To remedy this defect, some new games have been 
added to the present edition ; these will be found* 
in Section VI. 

In Section V, Free Basket Ball has beeu sub- * i 
stituted for Basket Ball, and the game of Hand 
Ball has been added. , 

DONALD MAr(!bAia. 

giCant s. giIabk. i 
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PREFACE 


Dtjeing the last few years we have received 
numerous inquiries as to the kind of intermediate 
and highly organised games, other than football', 
cricket, hockey, and netball, which we have found 
successful. 

We have therefore decided to publish this 
collection of minor, intermediate, and highly 
organised games, which we have thoroughly tested 
with classes of adults, adolescents, and children, 
with excellent results. 

We have purposely refrained from including 
gam^ whose rples have already been formulated 
and published by Games or other Associations, 
and also many minor games which are considered 
to be either of little value or so well known as to 
make their inclusion superfluous. It is therefore 
hoped that much of the material will prove &esh 
and stimulating to the reader. 

■“ * Some of the games appear in print for the first 
time, while others are modified to suit average 
elementary school conditions. 

These games are not intended for infants. 

Tie reader’s attention is directed particularly 
to Section V. on Highly Organised Games, which 
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contains several new games which can be played " 
in limited space. Most of the games in this cate- 
gory, in respect of degree of organisation, hiterest, • 
intensity of effort, and social value, are in a class 
above the minor games usually empltjyed during 
an ordinary physical training (syllabus) lesson ; 
and, although many are suitable- for use during 
this lesson, they are intended mpre parti<nilar!y for 
the organised games period either in the play- 
ground or playing field. They form a much- 
-needed interinediate grade or connecting link 
between the minor and the highly oi-ganised games 
like Rugby and Association Football, Cricket, 
Hockey, and Netball, which may be regarded as 
the apex of organised games. 

All minor team games are preparatory fgr the 
more highly organised games, in the sense that they 
give practice in co-operation. There are many 
games in this volume, however, which are more 
definitely preparatoty, since they are based on 
specific activities which occur in the major games, 
e.g. passing, catchiog, dodging, marking, and 
kicW 

By means of suitably graded preparatory 
games children who are athletically backward 
gradually gain in confidence and proficiency, and 
are thus enabled to reach a much higher stand&d* 
than if they were introduced without preparation 
to highly organised games. 

The demand for playing fields is rapidly growing, 
and many edncation antliorities aie now endetTonr- 
ing to procure these for their schools. In most 
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cases, particularly in large to'wpis, it is siot possible 
to obtain ground, large enougt-to accommodate a 
■ large number of players, if only sucb games as 
foatball, bopkey, and cricket are played. The 
need,foi5fcUshig games which are less extravagant 
of space is therefore becoming more urgent. 

Very often parts of the groimd which are un- 
suitable for the al|jove-mentioned games, owing to 
shape, area, or slope, can be put to excellent use 
if marked out for some of the games described in 
this book. 

In conclusion, we should Ulce to take this 
opportunity of thanking all who have helped us 
■* from time to time by giving us ideas for new 
games, by testing them and offering suggestions 
for liieir improvement. In this connection we 
are especially grateful to Miss L. A. Sharpe, and, 
for reading the proofs, to Mrs. MacCuaig. * 

. ^ DONALD MacCUAIG. 

GRANT S. CLARK. 

Birmingham, 

August 


* The London County Cotincil is not responsible for the 
material contained in this book. 
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GAMES WORTH PLAYING 

m ' 

GENERAL HINTS 
( a ) Notes ON Marking Playgrounds 

. Much valuable time is saved by Laving the 
playgrounds permanently marked with tar- varnish 
or white paint, according as the surface is light or 
dark.* The trouble of marking playgrounds with 
chalk for each physical training lesson often 
deters teachers from using those games and General 
Activity Exercises which involve a great deal of 
markimg. • . 

Local conditions are, of course, the most im- 
portant factors in deciding the scheme for play- 
ground marking. Suggestions are made here in the 
hope that they may prove helpful in enabling the 
best use to be made of the available space. 

^1. The aim should be to provide as many 
■•pitches as are needed for the largest class using the 
playground. 

2. Where the length of the playground is over 
90 feet, the width over 60 feet, and the number, of 
playets to be accommodated at any one time is 
over twenty-four, it is recommended that two 
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steparate pftclies be provided : for example, one 
rectangidar pitch, 50 to 75 feet by 30 to 60 feet, 
and a Circular Pillar Ball pitch from 30 to 42 feet ' 
in diameter. 

3. For playgrounds over 135 feet hi lefigtlr and 
over 90 feet wide the reader is referred t6 the 
accompanying diagrams. 

4. If the length of the playground is under 
90 feet and over 50, and the width between 50 feet 
and 35 feet, one rectangular pitch, with a* circular 
one inside, is recommended, as this arrangement 
enables a large variety of games to be played 
though not simultaneously. 

5. When space is limited and there are suit- 
able surroimding walls without projections, these 
may be used as side or end lines, or both*- In 
this case the ball is never “ out,” and games 
played under this condition are generally much 
faster. 

6. For a game like Scrimmage JBall, it is,much 
better to divide a 76 feet by 50 feet pitch (where 
this is the only available space) in two by a chalk 
line across the middle, for a class of forty players, 
md thus accommodate two games of ten a-side] 
instead of one game of twenty a-side. 

7. To avoid confusion, it is better to have only 
the outer lines of pitches permanently marked, 
and to add the others in chalk when required. 
(N.B,— It is easier to mark with sticks of pipe-clay, 
and the marks are clearer.) 

8. To ^ obviate the need for measuring levery 
time additional marks are required, short marks 
shcfuld be made on the side and end lines. 
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9. A space permanently marked for •more than* 
one game is apt to be confusing, except in the case 
*of a circle inside a rectangle. 

40. For narrow playgrounds measuring not less 
• than go feet* wide and 50 feet long, Skittle Ball 
‘ » will be found a specially suitable game. 

; 11. For squarre playgrounds of limited size, 

Circular Pillar Balk is an excellent game, accom- 
modating as many as twenty-four to thirty players 
) in a space of not more than 45 feet square. 

V 12. Permanent graduated marks for Standing ‘ 

Broad Jump and Hop-Step-and-Jump should be 
placed where they may be used without interfering 
• with other games. Usually the best positions are 
: , in recesses and under playground sheds. The 
• take-o# and landing marks should not be placed 
, on a slippery surface, nor should the Jump be. 

I , downhill, particularly when the Jumj)ers are not 
wearing gymnastic shoes. If the choice must be 
niade ^etween uphill and downhill jumping, the 
former is safer. 

13. Playgrounds with dark surfaces are best 
marked with white paint. Rough concrete sur- 
faces hold the marks longest, while smooth sur- 

I faces, such as blue bricks, are the least satisfactory 
in this respect. 

?4. General Activity Exercises . — The marking 
of playgrounds not only ensures economy of time 
and best use of space available for organised games, 
but also facilitates the application of general 
activity^ exercises in the ordinary physical training 
lesson, as the marks can often be utilised for these 
k exercises. 


For Standing Long Jump 


Pitch for Skittle Ball 



Plan of XJnsymmetrical Playoround suitably marked 

The above diagram shows an niisymmetrioal playground 
marked to allow for three Organised Games and Standing Broad 
Ju2np (4 teams) to be in progress at the same time. 

Kotioe that the pitches have been adapted to the ^ size assd 
shape of the playground. 
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ih) Hints on the Improvisation oe 'Posts and 
Skittles 

improvisation of suitable posts for games 
like Post^Ball, Circular Pillar Ball, Medicine Ball 
Tennijg, and Volley Ball is quite an easy matter. 

* Tlie Post. — A round or square post, 8 feet long 

and about 3 iacbes in diameter, should be procured. 
If it is to be used for Net Ball or Basket Bali it 
should be 10 feet high when fixed in its base or 
socket. 

The Base or SocJcet.—l. An non socket as used 
for football goal posts, with a lid, is an excellent 
arrangement. It should be sunk fliush with the 
ground. 

, 2. A piece of gas pipe 1 foot long sunk flush 

with &e playground surface is very satisfactory. 
It should be plugged when not in use. The “ Post ” 
in this case should be a gas pipe or water pipe of 
suitable size to fit the socket. 

3. A PortahlS Base. — A strong wooden box 
about 18 inches square is easily made into a service- 
able base by fixing a strong piece of wood across 
the top, with a centre hole for the piUar, and a 
similar piece, also with a hole, inside the box across 
the bottom. Both should be nailed firmly to the 

A barrel may be used instead of a box. 

If necessary, place a few bricks inside the box 
or barrel to prevent its being knocked over when 
struck ^ith the ball. 

Skittles . — An Indian club, or short length of 
^ pole, with a flat base, and a piece of hard wood, 
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about e" iucbes by 6 iucbes by 1 incb, nailed 

to it ixiakes an excellent skittle wbicb will stand 

up even wben exposed to a strong wind. 

(c) Number for which these G'AMps 4RE 

SUITABLE 

Tbe games included in tbis book are suitable for 
classes of thirty to sixty pupils, unless otherwise 

Where the number suggested for any game is 
' less than tto, it is assumed that the class would 
be divided into a suitable number of teams, and 
that two or more games would be played at the 

same time. , , 

There are a few games m which it is essential 

for the safety of the players strictly to limit the 
number composing any one group or team {e.g. 
Catch Your Tad), and in these cases the number is 
given. 

(d) Dealing with Large Numbers 

A mistake frequently made in taking a large 
number of players for organised games is that the 
class is divided into two teams only. This m^na 
that for the majority of the more highly orgmised 
games the teams are too large and the pitch is.- 
overcrowded, with the result that play can never 
reach a high standard. Moreover, each player’s 
share of the game is less than it would be under 
a better scheme. . . 

The first essential for good organisation is the 
establishment of the Team System within the class. 
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•To effect this the class should be given* th*e oppoB- 
tjinity of exercising its own choice of leaders and 
. vice-leaders. This is best done by secret ballot. 
Tl^e leaders should then select their teams, each 
choosing, a player in turn. These teams should, 
as fair as possible, be permanent, unless they are 
found to be yery unequal. Inequality can be 
partially prevented by aUovring the leader with the 
fewest votes to have first pick in the first round, 
and the 'last chooser in each round to have first 
choice in the succeeding one. « 

For the majority of classes the most suitable 
number of teams is four. 

In a class of less than twenty-four, however, 
two teams, and in a class of fifty to sixty, six teams 
may be more suitable. A suitable number for a 
teamlis six to twelve players. 

Local conditions will, of course, determine 
largely how many teams to have, as the space avail- 
able is an important consideration in making this 
choice? An odd humber of teams should, of course, 
be avoided. 

The next important step is to fi.t out each team 
with a distinctive colour. Probably the most 
satisfactory material is braid of not less than 
1 inch wide made into bands, each containing from 
^36 -io 42 inches of material, according to the size 
of the players. 

(e) Scholars as Umpires 

The training of efi&cient umpires from amongst 
the most promising pupils is a first essential when 
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the numberof players necessitates more than one 
game being in progress at the same time. 

The number of umpires should be large enough 
to prevent any of them from losing too many games 
through having to umpire. * ^ 

(/) Deciding Coisttests by Eliminating Com- 
petitors „ 

In general we do not recommend the^ method 
,of deciding games and contests by eliminating 
players. 

The game has a definite function to fulfil for 
each player, which may be the cultivation of moral 
and social qualities, such as fairness, unselfishness, 
courage, and determination, or mental and physical 
qualities like quickness in perception and decision, 
speed, strength, and skill. It should be remem- 
bered that it is the poor players who are usually 
eliminated in the early stages of the game. Thev 
need more practice than the better players,- there- 
fore it is not logical to stop their play early, and 
may prove very ^couraging for them. 

For competitions held at intervals of a month 
or more, however, this method may be the only 
practicable one. 

Suggestions for scoring without eliminating 
players are to be found under “ Score ” for each' 
game where applicable, e.g. see Dodge Ball. 

- {g) The Knock-out System 

The first essential in this form of competition 
is -to see that no byes occur after the first roimd. 
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If the number of competitors is % power erf 
2 there will be no byes, e.y. 2, 4, 8, 16, 32, 
64, etc. If it is not, then the number of 
byjjs will be eashy found by subtracting the 
number of competitors from the next power of 2 
above, e.g. with 19 competitors there would be 
13 byes (32—19.). This would leave 6 to compete 
in the first rounds 3 of whom would go into the 
second round, making, with the 13 byes, 16— a 
power of 2. 

The number of contests in a knock-out com- * 
petition is always one less than the number of 
competitors. 


SECTION 1 


1 . Lifting R^ce 

Formation. — ^Each. team sits in file,Jn long- 
r sitting position, i.e. witL knees straight and legs 
together. A suitable distance is with feet touching 
the back of the player in front, but this may be 
increased. 

Procedure . — On the signal to start all the 
players swing their arms sideways in line with 
their shoulders, while the end one jumps *to his 
feet and quickly lifts up the one in front of him. 
To do this he passes his arms under those of the 
other player. The player who has been lifted then 
lifts the one in front, and so on-, until the whole 
team is standing. 

No player except the one who begins the race 
is allowed to place his hands on the floor, the 
others maintaining the arms sideways fosition 
until they are lifted. 

Note . — Sitting cross-legged is more suitably, for 
young or weak children, as the lifting is easier. 

2. Tunnel Crawling 

Formation . — 'The teams are arranged ,m files 
and stand with their feet astride to form the 
tunnel. 


SKINNING THE SNAKE 


1 ] 



* A suitable distance is obtained by f)lacing the 
bands on tbe shpulders of tbe one in front. This 
. ensures uniformity in tbe length of tbe teams. » 

^Procedure . — On tbe signal to start tbe last in 
each team races through tbe tunnel and stands 
with feet astride, an arm’s length in front of tbe 
first player, wbq places bis bands on tbe other’s 
shoulders. 

All tbe other players follow quickly in succes- 
sion from tbe back, finishing in the same way. 

Finish . — When tbe leader, after crawling - 

through tbe tunnel, stands m front of bis team 
again tbe team is fiiiisbed. 

' Note . — ^Recommended only if tbe surface is 
suitable, as players have to travel on bands and 
knees^because of tbe height of tbe tunnel. 

3. Skinning the Snake 

. Formation . — ^Teams are arranged in files with 
feet astride and -trunk leaning forward. Tbe left 
band is forward and tbe right backward between 
tbe legs. Each player clasps tbe right band of tbe 
player in front with bis left. All tbe players are 
thus linked together. (Tbe bands may be reversed.) 

Procedtire . — On tbe signal to start tbe end player 
lies^down on bis back with bis feet together while 
"^all tbe others, keeping tbeic feet wide apart, 
quickly move backwards over him. Each player 
in turn lies down as soon as be passes over tbe bead 
of tbe one behind him — ^now on tbe floor. 

FiJlish . — Tbe contest may be (a) in racing to 
tbe lying position, stopping there, and on another 
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signal racing back, or (h) in both without a stop,' 
when the last player should sit find immediately 
spring up. ' . ' 

Hints. — ^No player may break his hold eit|ier 
in going down or getting up. 

In lying down players should first sit close to 
the head of the preceding player and without pause 
should lie down. The feet, with toes turned in, 
should be held close to the sides of the player in 
■front when lying down. ' 

4. Bull in the Ring 

This game played as an inter-team contest oh 
the “ Knock-out ” principle will be found to be 
very interesting, strenuous, and exciting. 

Formation . — ^Each team forms a circle with 
hands tightly clasped. A player (the Bull) from 
each 'team is selected to go into an opposing ring. 
He should be selected by his own side for his pluck, 
determination, quickness, and stfength. 

Procedure. — 1st Round : If there are four teams, 
and A and B and C and D are drawn to meet each 
other, then team A wall have its Bull in the ring 
formed by B, while the B Bull will go inside the 
ring formed by team A. Teams C and D will 
arrange similarly. ^ 

2nd Roimd : The winner of A «. B and of C u. D 
contest the final for 1st and 2nd places, while the 
losers meet for 3rd and 4th places. 

On the signal to start each Bull tries,, to get 
outside the ring by breaking it, or dodging under 
it' while the Ring resists. The Bull should spring 
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THE HUNTER AND HIS DOGS 

'surprises on the Ring by attacking it at unexpected 
points. . 

. The .Ring should close in towards the part 
attacked in order to strengthen it, but should 
always be un the alert to meet any surprise 
moves. 

The team wips whose representative first breaks 
through its opponent’s ring. 


6. The Hunter and His Dogs 

Formation.-~ThQ players stand at a wall or 
line, opposite which is another, parallel with it. 

One player is chosen to be the Hunter, and 
stands a few yards in front of the others. 

Procedure. — k signal is given for the players to 
run, and the object is for the Hunter to tag as 
many as possible before they reach the other 
side. 

All Vho are t&gged become his “ Dogs.” The 
Dogs now try to catch the other players and hold 
them until the Hunter comes and tags them. If 
tagged by him they also become his Dogs. 

Any player who drags his captor over the line 
towards which he was running is free. 

. Mot more than one Dog may hold the same 
player, but if he escapes another Dog may try to 
catch him, . 

Tackling below the waist and holding a player 
by his jlothes are forbidden. 

When all the playem have been converted into 
Dogs the game ends. 
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' ^ 6. Jockeys and Houses 

Formation . — One half of the players - form a 
circle. This may be done quickly by, these players 
joining hands and extending to the Ml extent of 
the arms. 

The other half then run and each player places 
his hands on the shoulders of Due about his own 
size, forming the circle. The inner circle players 
are the horses and the outer the jockeys. ' 

Procedure. — “ Jockeys Mount ! ” On this signal 
the jockeys at once jump up on the backs of the 
horses. 

At a given signal they quickly dismount and 
run roimd outside the circle formed by the horses. 
The direction (left or right) must be clearly ^ated 
before the signal to run is given, otherwise players 
may run into each other. The first jockey to 
remount wins. 

Horses and jockeys then change places and the 
race is run again. 


Played as above but with the jockeys going 
through the horses’ legs before re-mounting after 
the race. ^ 

Except in the case of well-practised players,* 
going through the horses’ legs before racing round 
the circle is not recommended, as the sense of 
direction is apt to be lost, and accidents may 
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7. Speinos 


• Formation . — ^The class is arranged, say, in four 
teapas, sitting, kneeling, lying, or each team sitting 
astride a bench, or in any other suitable position. 
Each team is given a number or name, preferably 
one with a single syllable. 

Procedure . — ^The teacher calls out the name of a 
team and that team springs up, the last player' up 
being given a penalty to perform, e.g^. run to a given 
spot and back to his place in the team. 

^\Tien the teacher calls a new name the previous 
team returns to the starting position. 

The following activities will be found to be 
exceedingly strong and interesting when taken on 
# a bench : — 

(a) Teams sit astride the bench and the team 
named springs to the standing position on the top 
of the bench. 

• (6) From standing on the bench to the floor 
andup%.gaia. 

(c) From sitting astride to standing on the 
bench, to standing on the floor astride the bench 
and then to standing on the bench again. 

(d) Any of these with turning about when 
jumping. This variation is suitable only for 

•ni^idvanced players. 

Hints . — ^The teacher should spring surprises 
upon the teams by calling the names twice in 
succession sometimes, and never in the same order. 
If the i^am has already taken up the position and 
its name is called a second time, it holds that 
^ position. 
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♦ 

t • 

• • 8. Catch Your Tail 

^Player from another team 

1- MM-’- 

Reds Blues t 

‘tail (Sash. rope, etc.) ^ 

’A'Team *B"Team 

Tail cf "A* team -AkfiM Tail 0F*8* TeaiB 

Formaticni.—TwQ or more files stand, caoli 
player gripping firmly the waist of the one in front. 

The first player in each file belongs to a different 
team from all the others, e.g. the leaders of A and B 
teams change places, and similarly for C and D. 

A “ tail ” (sash or rope) is loosely attached to the 
back of the last player in each file, e.g. by dipping * 
it under his belt. • 

Object.—The player at the “ head ” tries to * 
snatch out the “ tafi,” whilst all the other players 
aid the last man in preventing this. The. first to 
pull out the “ tail ” wins for his team. 

Variation 1 {Biag. 2) 

Formation. — A& for preceding game, except 
that the first half of the ffle comes from one team, 
the second from another. , 

Diag. 2 shows the relative position of Reds amT* 
Blues in one group. In another gror^p the Blues 
would be in front as attackers, with the Reds 
behind defending their “ tail.” A third and fourth 
group would be sinailarly arranged, and the* winner 
of the first two groups would meet that of the third 
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^ ft' 

and fourth groups for first and second places,* 
while the losers would meet for third and fourth. 

• When- the first round is over, players turn about 
and. the tail is transferred to the other end of the 
. . me, so ttat tie attackers and defenders ezclmnge 
^ roles. • 

Variation II {Diag. 3) 

Formation . — Two teams stand in file, as above, 
and each 'has a “ tail.” At the beginniug of the 
game the leaders face each other, the two teams • 
forming one straight file (see Diag. 3). 

Objed ,. — ^Each leader tries to be the first to 
snatch out his opponents’ “ tail.” 

Note that ia this case each group is homogene- 
• ous, an^ the tail to be caught is attached to the end 
of the opposing team. 

J The remainder of the team should assist the 
leader in the chase, and the “ tail ” in eluding the 
o;^osmg leader. Leaders may frustrate each 
other’s attempts iHth outstretched arms, but may 
not hold. 

Caution . — Six to eight players in a group make 
the best game in each of the three forms. It is 
recommended never to exceed the nmnber eight, 
as the excitement in this game is so great that in 
•wa. long file the end players experience the greatest 
difficulty in keepmg their feet. 

To prevent groups from colliding, they should 
be apart a distance not less than the combined 
length c(f two groups. * 

They should also be a safe distance from any 
, qjjstruction likely to injure them. 


i 
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Ground. — A. cJialk ring large enouga to Hold all 
the players comfortably sbouid be markfed on tbd 
ground. - * 

Object. — ^Tbe object of tbe game is lor the players 
to push each other out of the ring, the oner left in 
last being King. 

Proc^ure. — ^Players stand, on one leg inside 
the ring and fold their arms. On a ^signal all 
players hop and try to push each other but of the 
ring. A player is out (a) if both feet touch the 
groimd at the same time, or (b) if his foot touches 
the ground outside the ring. 

He must then immediately step out of the 
game without being told to do so. In this way 
the player is his own umpire, and thus jeceives * 
excellent training in sportsmanship. 

The feet may be changed at any time with a 
hop, but players must be careful not to have both 
feet on the ground at once. 

The arms must be kept folded, and must not 
be used against an opponent in any way. 

Note. — This is the simplest form of the game ; 
but it is only recommended for very small classes, 
when the eliminated players do not have to stand 
out of the game for long. 

Kor large numbers the following variatioife ar«^ 
recommended : — 

Variaiion I 

• Ground. — ^Mark on the ground three ^ or four 
chalk rings of different sizes, in the ratio of about 
9 : 7 : 6 ; 3 . 



KING OF THE RING 


* Procedure . — ^At the beginning of the game all. 
the players stand inside the big ring, which should 
.hold them comfortably, and on being pushed out 
players go into the second ring. When there 
four players •in that ring the player who was 
first to enter it starts the game here 
“ Ready ” (players stand on one leg and 
— “ Go ! ” Other j)layers eliminated 
first ring join m the game in the second. The game 
is continued in the same way in the third and fourth 
rings, until only one player is left in each of the 
rings. These are the 1st, 2nd, 3rd, and 4th Kings, 
according to the ring they occupy. 

Note . — ^Players on eviction from one ring m 
immediately go into the next. It may be necessary 
to appoint an umpire for each ring to enforce this 
rule. * 


Variation 11 {Inter-team) 

Ground . — ^Marfc as many rings as there are teams. 
For example, if there are four teams, each with 
twelve players, mark four rings on the ground. 

Formation . — ^Divide each team into quarters, 
and place one quarter in each ring. Thus each 
ring will contain an equal number of players 
jeack of the four teams. If the teams cannot 
'"divided so as to have the same number in each 
ring, this does not matter, so long as there is an 
equal number from each team in each circle, 
example, if each team has fourteen players, then 
use four rings and divide each team into two 3’s 
two4’s. 


20 


GAMES WORTH PLAYING 


r Procedure . — ^Tiie method of play and the rules 
are the same as in the above gamp, except that the 
representatives of each team in each -ring co-- 
operate in trying to push members^ of the other 
three teams out of the ring. ’• 

Finish . — ^The game continues independently in 
each ring until only one team, or part of one team, 
is left in the ring. ^ 

The team wins which has cleared the greatest 
number of rings of its opponents. If two teams 
• clear two rings each the decision goes to the team 
which has the greater number of players in the two 
rings. 

Notes. — 1. This game is not recommended for 
undisciplined classes. 

2. If there is difficulty in keeping the ana from 
being used, the foot, which is raised behind, should 
be held with the hand of the same side, and the 
other hand passed behind the back to grasp the 
opposite arm at the elbow. 

3. Played as in this and the jheceding Vhriation 
it is a very suitable game for cold weather. 

10. The Dodger 

Formation . — ^Players are arranged in groups of 
ten to twelve. Each ^oup forms a circle, a sui^abl^ 
size for which is obtained by players joining hands 
and opening out to the full extent, of tjlie arms. 

Players in each group are numbered. No. 1 
stands inside the circle, while Nos. 2 and 3 stand 
outside it. 

~ Object . — ^The object is for No. 1 to run round an;^ 



THROW IT AND RUN 

f)iayer or players three times without bdng tagged* 
by either Nos. 2 iar 3 before getting back into the 
circle. Count the number of successful “ dodgers ” 
at the end of the game. 

Procedure : — On a signal the player in the 
endeawms to “ draw ” the two outside players by 
feinting at one point of the circle and then attempt- 
ing to run round a, player at another point. He 
joins the circle immediately he is tagged or has 
encircled thrice. No. 2 then goes inside, while 
No. 3 remains outside and is joined by No. 4. 
(In the case of No. 1, he becomes one of the outside 
players when the second last player is in 
circle, and is joined by No. 2 when the last player 
goes in.) Bach player in turn plays outside and 
then inside the circle. 

The circling may be done either with or with- 
out a stop. 

The outside players must not enter the circle, 
•Notes. — 1. This is a suitable game for 
weather? ' 

2. It demands adroitness and strategy, as 
openings have to be made. 


11. Theow it and Eun 

^ Apparatus . — One bean bag and ten to twenty 
coloured bands. 

Ground.— A. circle about 6 feet in diameter is 
drawn in the centre of the space available for play. 
The bands and bean bag lie in this. 

Proc&dure . — ^AU the players group round the 
circle, with the exception of one, who has been 
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chosen to* be the thrower, I^Vears a coloured 
band and stands inside the cjK^. At i,he signal 
to start, he picks up the bag^i^id throws it as far 
as possible. At tte'Warh^’tfme all the others 
scatter. The thrower chases them' and tags as 
many as he can. • 

Any player who is tagged returns to the circle, 
puts on a band, and becomes ^ catcher. 

The chasing continues until the bag is replaced 
m the circle by one of the players. When this is 
done, the umpire blows the whistle, and all the 
catchers must return to the ring and stand in it. 
When they are all back, the thrower throws the 
bag out again and the chasing starts afresh. 

Finish . — ^The game ends when all the bands are 
in use. ^ 

Note . — ^This game does not go well with older 
children if the space is too limited. 

Yariaiionfor Older Children 

€■ f' 

As above, except that (1) players are allowed 
to throw the bag from one to another until the 
opportunity is made to return it to the circle, 
and (2) to give the runners a better chance a rule 
may be added that all the catchers must run in 
couples (inside hands joined), except the thrower, 
who is always free. ^ -- 




SECTION II 


1 2. Exchange Eelay Eace 

Formation.— -Teaxas are arranged in halves, 
facing each other, *in file, at a distance according 
to the space available. 

The leaders of each half carry tokens which 
should be of a different kind, e.g. a bean bag, and 
a baU. 

* Procedure . — On the signal. Nos. 1 and 5 in each 

• team (see diagram) run towards each other, ex- 



change tokens, and run hacJc to their own half, pass 
the token to the next runner, and fall in behind 
their half of the team. 

Finish . — The last runner in each half hands the 
token to the first. The two leaders then run 
"towards each other and finish, standing wherever 
they meet between the two starting lines and hold- 
ing up their* tokens. 

Note . — The exchanges and the finish may occur 
at any ^oint between the starting lines. The fast 
thus help the slow. 
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' ' Variation 

■ # 

If space is limited and the above formation is 
impossible the game can be played in the folloT;?ing 
way: — 

Formation . — The two half-teams stand side by 
side, No. 1 holding the bean bag, No. 6 holding 
the ball. 

Procedure . — ^At the signal Nos. 1 and 5 run 
down the outside of their files, meet, exchange bean 
. bag and ball, return to their plapes, and hand their 
tokens overhead to the next players. 

All the following players repeat this, but they 
come up the centre first, then down the outside, 
exchange, and retrace their steps (up the outside, 
round the top couple, and into their places). 

The game finishes when the last players get 
back to their own places. They join hands and 
hold up the bean bag and baU. 

Hird . — ^It will be seen that the last players have 
the longest run, therefore the 'files shoilld face 
in the opposite direction, if the game is to be 
repeated. 

13. Hoop Exchange Eelay 

Apparatus . — ^Two hoops and two coloured bean 
bags for each team. ♦ ^ 

Formaiion . — ^The same as for Exchange Eelay. 

Procedure . — The hoops and bean bags are placed 
on the floor in front of the starting lines. 

' At the signal, Nos. 1 and 6 in each te^m pick 
up their hoops, pass them over their heads down 
to the floor, step out of them, pick up their bean^ 
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"bags, nm to meet the opposite player, anS exchange 
bean bags with -him. They then return to their 
own files, and, after giving the bean bags to Nos. 2 
and 6 respectively, each moves to the end of his 
own file. Nbs. 2 and 6, having passed through the 
^ hoops* whilst Nos. 1 and 6 were running, will be 
rea% to receive the bean bags. 

The finish is a& described in Exchange Eelay, 
except that the two finishing players in each team 
hold up both the hoop and the bean bag. 

Note . — ^Each member of the team has two 
activities in this game, and yet it only occupies a 
moment longer than Exchange Eelay. 

14. Steaddle Eelay 

Apparatus . — ^Bean bag or small ball. 

* Formation . — ^The teams stand in single file, 

each leader toeing a starting line and holding a 
bSan bag. At a distance of 10 to 30 feet from the 
starting line a small circle is marked on the ground. 
All except No. 1 stand with feet astride. 

Procedure . — ^At the signal No. 1 runs to the 
circle, touches down with the bag, and returns with 
it to the head of the Ime. The bag is then passed 
through the tunnel from one player to another. 
•"-The Inoment a player has passed the bag, he kneels 
down, making hims elf as small as possible. When 
No. 8 receives the bag, he straddles over the others 
to the top of the file, and then repeats the per; 
formanse of No. 1. 

Finish . — ^The team finishes when No. 1 reaches 
, the top of the file and toes the starting line. 
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iVofe.— The progression is from back to front, 
and therefore the teams must move backwards one 
place each time they get up from kneeling. 


16 . In and Out the File Relay „ 

This can be played in the same way as the 
previous game, except that thef kneeling and strad- 
dling are omitted, and the last player progresses 
to the front by running in and out the file. 


16 . Giddy Relay 


7, 6, 5, 4, 3, 2, 1 -f. 10to20yds ->X 

Apparatus. — stick 3 to 4 feet long for each 
team. 

Formation . — ^The teams stand in files, and the 
leaders toe the starting line. No. 8 stands oiT a 
cross, from 10 to 20 yards froin this linb. This 
player holds a stick perpendicularly and firmly 
pressed against the ground. 

Procedure. — No. 1 in each team runs to the 
stick, catches hold of it with both hands, and runs 
round it a number of times previously specified, 
say three times, passing under the arm of the playet-f 
who is holding it. He then runs back to his team, 
and, after touching No. 2, finishes at tire end of his 
file. 

Finish. — ^Each player follows in turn,, and the 
game finishes when No. 7 in the file touches No. 1, 
^ho then raises his hand. 


TUNNEL RELAY 27 

• Tariation , ' 

In the above' game it will be noted that the 
same player bolds the stick tbronghout the race. 

ffbe variation includes holding the stick by 
each player in turn. 

, Fofmation. — As, above. 

Procedure. — No. 1 after passiag round the stick 
the arranged numbar of times becomes the holder. 
As soon as No. 1 takes the stick No. 8 runs back 
to the file, touches No. 2, and retires to the end 
of his team. « 

Finish . — ^The race finishes when No. 7, having 
relinquished the stick to No. 8, runs back to his 
file and touches No. 1, who raises his hand. 

17. Tunnel Relay 

'• 

• Formation.— Each team is halved and stands in 

parallel files. Each couple have their inside hands 
joined and raised to form an arch. 

Procedure . — ^At the signal the first couple drop 
hands, turn away from one another, and run down 
the outside of their own files. They meet at the 
bottom and nm through the tunnel made by the 
other couples. The moment they reach the top 
they ^reform their arch. This is the signal for the 
**second couple to start. They pass under this arch 
and follow the route taken by the first couple. 
Every eoupfe follows in turn, the signal for each 
couple to start being the formation of the arch 
immediately in front of them. 

Finish . — The race finishes when the last couple 


28 GAMES WORTH PLAYING 

xetum to tiheir places, and make the arcli with th^ 
inside hands. They hold up th§ir outside hands 
to attract the attention of the umpire. 

18. Donkby Relay RAdE 

Formation . — ^The teams stand .in files behind a 
line. At a distance of 10 to 20 yards is another 
line parallel with the first, behind which the leaders 
stand facing their teams. 

Pmcedwre.— Each leader runs to the other line 
and carries the next player on his back across the 
opposite line. 

The leader remains behind that line while the 
player who was carried repeats what the leader 
did. This is continued until each player has been 
carried and has carried another player. ThS leader 
is not carried, and the last in the team does not 
carry. 

Finish . — ^The first team to get all its players 
across the line wins. 

Variation 

An excellent substitute for carrying is to take 
the player’s hand and run back in pairs. 

_ This is particularly suitable for girls and young 
children, and in this case the distance between the^ 
lines may be increased. 

■ ■■ *1 

19. Thboitgh-thb-Hoop Team Race 

Affaratus. — A. hoop about 14 inches in diameter 
is required for each team. This size is suitable for 
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•players under fourteen years of age. * For older 
players larger hQops may be necessary. 

Formation.— Tile teams stand in Me, the leader 
bo],ding a boop. On the signal each member of the 
team in suce’ession passes the hoop over his head 
down.to his feet, steps out of it, and hands it over- 
head to the next .player, until all have been through. 

Finish.— When Ihe last man has been through 
the hoop he runs and hands it to the leader, who 
holds it above his head. 

* Variation 

Players take up long-sitting position and pass 
the hoop from head to feet. 

20. Stick- Jumping Eelay 

Affaratus . — One stick about 4 feet long for 
each team. 

' Formation . — Teams stand in i&le not less than 
8 feet apart, the first and last in each team standing 
inside a circle about 18 inches in diameter. 

Players should stand from 4 to 6 feet apart. 

Place some object (block of wood, small coil of 
rope, etc.) 5 to 15 yards in front of each team, and 
a similar object about the same distance behind. 

If there are walls or posts in front and behind 
the teams at a suitable distance they will serve 
the purpose. 

In the absence of suitable objects small circles 
in chalk will do. 

Procedure . — ^The first player in each team holds 
a stick in his right hand. He runs and touches the 
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object in front of his team with his stick ; returns ' 
holding it at right angles to the du^ection of his run 
and a&ut knee height. He passes down on the 
right of his team, each member of which, in tujm, 
jumps on the spot over the stick. He continues 
r unning past the end of his team to the object 
behind it, which he touches with his stick, runs to 
the front of his team, passing it on his left, hands 
the stick to the next player, and retires into the 
circle at the end of his file. 

Each player in turn repeats jihis. 

As each player starts to run all the others move 
forward one place. 

Finish . — ^The team is finkhed when the last 
runner, after completing the course, hands the 
stick to No. 1 standing in the circle at the front of 
the team. ^ . v • : 

Hints . — ^Lazy and timid players will sometimes 
step out of reach of the stick, and, to lessen the 
chance of this being done, it is a good plan to 
connect the front circle with the rear one by a 
straight line on which the players must stand. 

Note . — ^This is an unusually active relay race^ 
and is suitable for cold weather. Each player, in 
addition to running the course, jumps as many 
times as there are members in his team, less one. 

21. Taeget Relay 

Apparatus . — One bean bag and target for each 
team. The target may be a waste-paper basket, 
box, small hoop, or chalk circle marked "on the 
ground. 




TARGET RELAY 
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Ground. — ^Two short lines are draWn parallel 
with each other* 30 to 40 feet apart, and between 
them the target is placed. 

* Formation. — ^Each team stands in file behind 
Line A, the leader toeing it. 

Procedure. — At the signal No. 1 of each team, 
carrying the bag, runs to Line B, and at the same 
time No. 2 runs ta the target. No. 1 on crossing 
Line B faces the target and tries to throw his bean 
bag into it. He then moves a step to the side to 
make room for the next player. 

As soon as the bean bag has touched either the 
target or the ground, No. 2 picks it up and races 


m 
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across to Line B and throws. This is repeated 
by each player, the next player running to the 
target as the preceding one leaves it. 

Each player finishes at the end of his team (see 
diagram). 


Finish . — When the last player leaves the target 
No. 1 runs to it, and as soon as the former’s shot 
has landed the latter picks it up and races across 
Line B. The team is then finished. 

Bcore. — 1. {Aiming). Award the team which 
gets the greatest number of shots into the target 
2 points fof every team competing, the next team 
2 points less, and so on. For example, if four 
teams Compete, award 8, 6, 4, and 2. 

2. {Sfeed). Award half the above points, i.e. 
■*4, 3, 2, and 4. 
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« The tesPtn witli the highest total wins. 

iVote.— There should be an umpire for each 
target, who keeps the aiming score, and one at line 
B for the finish. 

22. CiEciE Bouncing Ball Belay <> 

Affaratus . — Small ball for each team. 

Formation.— 'Eia.ch team is' divided in halves 
and arranged in files facing each other 20 to 40 
feet apart, according to the number of circles used. 
Each half-team has a starting liile. Between these 
lines several circles are marked in chalk. These 
are about 12 inches in diameter and about 3 feet 
apart. 

Procedure . — ^No 1 of each team holds a ball, 
and on a signal runs and bounces it in each #drcle in 
turn and finishes behind No. 8. No. 6 runs to 
take the ball as it bounces out of the last circle 
and proceeds to do as No. 1 has done, except th§,t 
he goes in the opposite direction, Le. towards No. 2. 
When the last player has run he throws the ball to 
No. 1, and the team is then finished. 

Hints . — ^The ball should be bounced by closing 
the hand lightly over it from above, but not 
actually holding it. 

Note . — ^This is a very useful game for cultivating 
ball control. 

23. Wheel Relay Passing 

A token is carried by the first runner jn each 
team. 

Formation.— Diagram, shows four teams ready. 


WHEEL RELAY PASSING 
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to start. Teams are in line with their Mt side to’ 
the centre. Thei, outer and inner players of each 
team stand with one foot inside a ciccle about 1 foot 
in diameter. The distance between these two circles 
should be the same for each team. 

Course and Procedure.— E&ch. player runs round 
the outer end of the other three teams and into the 



circle at the inner end of his own team. The token 
is then passed down the line from player to player 
imtil it reaches the end player, who then runs the 
same course and repeats the passing. 

A« soon as a player has started to run, aU move 
one place outwards, the player whose turn it is 
to run next occupying the outer circle. The inner 
circle is thus left vacant for the returning runner. 

Missipg a player in passing the token disqualifies' 
the team. 

Finish . — ^The team finishes when the last runner 



Afparatus . — One to three hoops of 14 to 18 
inches diameter, and one small ball, football, or 
bean bag for each team. ^ 

Formation . — ^Teams are arranged in files, the 

leaders toeing the 

Object to touch or run round — starting line. 

„ At a distance 

of 15 to 30 yards 
/ there is S mark 

Players holding hoops/^^ whidi the runners 

\ ^ must touch or en- 

\ ^ circle. Between 

\ the starting line 

S and that mark the 

hoops are placed. 

Starting Line . - , - They ^7 be held 

1. by players or at- 

2, tached to stakes 

I driven into, the 

ground. 

Procedure . — On the signal to sta^t, No. 1 in 
each team runs and passes the ball through each 
hoop in turn, encircles (touches) a mark ^beyond 
the last hoop, and runs back, passing the ball 
through the hoops again. 


Starting Line. 


84 GAMES WORTH PLAYING 

4n the team, has completed his course and the token 
has been passed to the first runner standing in his 
original place in the outer circle. 

The passing in this game heightens its mtexest 
and value. ‘ 


24 . Ball and Hoop Belay 
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ZIG-ZAG DRIBBLING RELAY 

He may pass the ball to the next runner imme- 
diately after passing it tbrougbtbe last hoop on bis 
return. • 

,If tbe ball is dropped tbe runner must go back 
and pass it* through the hoop again. It must be 
passed in the direction in which the player is 
travelling. 

Finish.— 1;eam is finished when No. 1 
receives the ball from the last runner. 

Variation 

' ' '■?! 

In this variation the teams are halved and 
arranged in files, A and B, facing each other at a 
distance of 20 to 60 yards apart. No. 1 of file A 
runs and passes the ball through all the hoops 
arranged in front of his team, as above, throws the 
ball to No. 1, file B, and retires to the end of that 
file. No. 1 of file B repeats this, going in the 
opposite direction. Thus, at the end of the game 
the two files will have changed places. 

Finish .- — The Wm finishes when the last runner 
has crossed the opposite starting-line. 

Note — ^For advanced players hoops of various 
sizes may be used and held at different heights. 
This adds to the interest of the game. 

■* 25. Zig-Zao Dkibbling Eelay 

Apparatus. — A football for each team. 

Formation . — ^Teams are arranged as for Zig- 
Zag Passing (see Game 28), but with a greater 
distance apart, and stand with feet astride. 

, Procedwre.— The ball is placed on the line in 
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front of No. 1 in eacli team. At the signal this 
player dribbles the ball round the back of No. 6 
and through his legs. No. 6 now takes the ball 
and dribbles toward No. 2 and repeats the pro- 
cedure of No. 1. Each player takes the position of 
the one through whose legs he passes the ball, 
except the last player, who dribbles across and along 
the back of the opposite line tp the place vacated 
by No. 1, where he places his foot on the ball and 
holds up his hand. 

Notes. — 1. The passing of ^the ball through 
between the legs ensures that no player can start 
before his time. 

2. This is a good preparatory game for football. 

3. Played with a hockey stick and ball it is a 

useful preparation for hockey. ^ 

26 . Dkibbling Kelay 

Apparatus. — A. ball for each team, and one, or 
more objects to encircle, like chairs, boxes, waste - 
paper baskets, skittles, or stakes in the ground. 

Procedure. — ^No. 1 of each team stands behind 


CHAIRS 



the starting-line with the ball on the line. On the 
signal to start he dribbles the baU round the objects, 
Which should be placed as in diagram. ^He en- 
circles the first object with his left side towards it, 
and dribbles to the next, which he goes round with 
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iiis riglit side towards it. He then dribbles ’the ball 
straight back, aijd may pass to the next player as 
soon as he has passed the object nearest the starting- 
line. 

*No playee may run forward to meet the ball, but 
must jiv^ait till it has reached the starting-line. 

When finished, players fall in at the back of 
their team. 

Finish . — ^The team finishes when the last player 
passes the ball to the fiirst, who lifts it above his 
head. 

Hints . — ^It is not desirable to play this game 
with more than six a-side, as, particularly with 
beginners, the dribbling takes a considerable time. 

The teams should be a good distance apart, e.g. 
5 to 10 yards, to prevent players, especially be- 
ginnerS^ from colliding. 

Object . — ^The object of the game is to cultivate 
ball control, and it is preparatory for football. 

, Yariaiion 1 

Three or more objects placed in line with each 
other are required. 

Each player dribbles a zig-zag course through 
these objects, encircling only the last one, and zig- 
zagging back again. 

■* Variationll 

Dribbling with the hand, either a straight course 
round one object and back, or round several objects 
as in the two preceding games. - 

Th^ course should not be very long, owing to the 
difiGiculty of running in a stooping position. 

* . D 
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T aviation 111 

Dribbling with a hockey stick or w^nd. 

If a wand is used only a large ball can be 
controlled, but with a hockey stick a smafl ball 
(tennis or hockey) is more suitable, since the game 
is designed to be preparatory for Hockey. 

27. Goal Shooting Eelay 

Requirements.— One netball post for each team 
or two teams, and one football for each team. 

Formation . — ^Diagram shows four teams ready to 
start, A and B using one post, C and D the other. 

Procedure . — ^Bvery member of the team runs in 
turn to within a suitable distance of the goSi post, 


Team A 6.5.4, 3, 2.1. 
« B 65,4,3,2,1. 


Netball 

Posts 


shoots a goal, and then throws the ball to the next 
player, who repeats this. Players must scor^, no 
matter how many attempts they have to make. 

When the bah. has passed through the goal it 
may then be thrown from any distance to the next 
player. 

Each player finishes at the back of his teahi, and 
the team finishes when the ball reaches No. 1. 
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’ The hall may be tbro'vm at goal ,from any 
distance, but players should be advised not to 
attempt scoring from directly below the ring. 

If the ball misses the goal the player should 
quickly recover it, and may take up any position 
before,again throwing. 

iVofe.— This game will drag unless the players 
are skilful in shooting. 


28 . Goal SnooTmo Eelay t;. Zig-Zag Passing 


Apparatus . — ^For every two teams, one netball 
post and two footballs. 

Formation.— Team A stands in one file, No. 1 
toeing the starting-line, and facing the netball 
post (see diagram). 


TEAM A. 


10 , 9 . 8 . 7 , 6 , 5 , 4 , 3 , 2 . 1 . 



--I0 to 20yds.- 


TEAM B. 



T^am B is arranged in two lines facing each 
other, the lines being from 5 to 15 yards apart, and 
the players in each line from 1 to 5 yards apart. 

Procedure.— Team A {Goal Shooting). No. 1, 
who holds a football and toes the starting-line, runs 
on the signal, and from any distance endeavours 
to shoot a goal. There is no limit to the number of 
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attempts, . As soon as lie has scored tie passes tM 
ball to No. 2, who also runs and tries to shoot, and 
so on, until every player has scored a goal. 

TeamB {Zig-Zag Passing). On the same signal 
No. 1, who holds a football, tennis hall, or bean 
bag, throws to No. 6, who throws to No. 2, and 
so on, the track of the ball being, as shown in the 
diagram, both in passing down nnd up the line. 

Finish . — When No. 10 of team A has re-crossed 
the starting-line the signal is given for the Zig- 
, Zag passing of B team to stop. ^ 

Object . — The object is for team B to make as 
many “ good ” passes as possible before the whole 
of A team has completed its run. A pass that is 
dropped, or caught by a player out of his turn, does 
not count. ' 

2nd Half . — ^Teams now change places ^nd the 
game starts afresh, A team endeavouring to ma k e 
a larger number of passes than recorded by B team, 
whilst B is running the Goal Shooting Relay. • 
Notes. — 1. This game will • drag imlp.sa the 
players are fairly skilful in shooting. 

2. Zig-Zag Passing, as a simple team race, is 
good for developing speed and accuracy in bandling 
the ball. 

Variation (Relav v . Zig-Zag Passing)^ 

In this game a simple relay is substituted for the 
goal shooting relay, and for most classes this will 
make a better game. The formation is as for the 
preceding game, or, the running team runs a course 
round the passing team. This is particularly suit- 
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able for a small space. Team A does Zig-Zag 
Passing while B Tims a simple Eelay Race. 

Note.— The length of the two lines and the 
distance between them should be the same for both 
teams when* zig-zag passing. To ensure this the 
ground should be marked and the end players each 
stand in a circle at the ends of the lines. 


29. Team Obstacle Race 

A ff ar atm. —Two hoops, 14 to 18 inches in 
diameter, one rope, and two bean bags for each 
team. 

Formation . — ^The teams are arranged in files. 
Close in front of each leader a hoop is placed on the 


■’Starting 

Line 


Hoops 


Team A 
6, D, 4, 3, 2.1. 

Team B 
6 , 5 , 4 , 3 . 2 , 1 , 



© 

© 




Hoods 


-Line 


Rope 


Chalk Circles with 
Bean Bags 

ground. At a distance of about 5 yards a rope 
is stretched, at a height to suit the age of the class. 
About 3 yards beyond the rope two circles are 
marked with chalk on the floor, side by side. In 
each of these is placed a bean loag. Just beyond 
,the circles lies a second hoop. 
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‘ .. 

Procedure . — ^At the whistle the leader puts the 
hoop over his head, passes it dowrf to his feet, steps 
out of it, and leaves it lying on the ground. * He then 
runs and jumps over the rope, changes the bean 
bags into the opposite rings, and goes through the 
second hoop, which he ako leaves lying dn the 
ground. He then returns to his team, finishing at 
the back. - 

The moment the leader leaves the first hoop 
the next player picks it up and follows the same 
•’ course as described above. r 

Finish . — ^The team finishes when the last player 
runs back and touches the leader, who then picks 
up the first hoop and holds it above his head. 

Note . — With this arrangement of the apparatus 
there is no congestion in the teams^ as Ae time 
taken to get through the first hoop ensures good 
spacing, and the second and third events are quick. 

When the surface is suitable for sitting, players 
can pass through the first hoop in long-sittmg 
position. 

30. Composite Activity Team Race 

A. Through the Hoop (Game 19). B. Lifting 
(Game 1). C. Tunnel Crawling (Game 2). D. 
Skmning the Snake (Game 3). , 

Formation . — Teams stand in file as for 
“Through the Hoop” race, the leader holding a 
hoop. 

When each player has passed through the 
hoop he takes up long-sitting position for Lifting 
Race. 
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The last player runs with the hoop to a pre- 
arranged place, well out of the way of the team. 

As he returns to his place, the other players 
swing their arms sideways ready for liftiug, and 
without pause he lifts the player iu front of him 
to his feet. 

When all are up, the leader runs to the end of 
his team and touches the last player, who then 
begins crawling through the tunnel, followed by 
the others. The leader meanwhile has returned 
to his place. , 

Each player, on finishing the crawl, takes up 
the position for Skinning the Snake, the signal 
(“ Go ! ”) for this being given by the leader of each 
team as he emerges from the end of the tunnel. 

Finish.— Aitev Skinning the Snake, finish with 
hands ^n shoulders of one in front, or at attention. 

Notes. — 1. This is a particularly strong agility 
exercise, and calls for great mental alertness. 

' 2. Where activities C and D cannot be used, 
A and B or A and C make good composite activity 
races. 
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31. Thkow and Sit 


Afparatm . — ^Played with a football, small ball, 
or bean bag. 

Formation . — Two or more teams, each of which 
is arranged in halves as shown in diagram. The 
distance between them should be from 5 to 15 yards. 

Procedure.—On the signal to start. No. 1 throws 


5, 4,3.2, 1. 


Path of Bal/ 


■'^^6. 7.8,9, 


10 . 


■ 5 to iSyds- 


to No. 6 {i.e. when there are 10 a-side), and im- 
mediately sits down. No. 6 throws to No. 2 and sits, 
each player in turn throwing and sitting. 

Finish. — ^No. 1 jumps to his feet in time to 
receive the ball from No. 10 {i.e. the last player), 
the team being finished when he holds the, ball 
above his head. 

Variation I * 

If conditions make sittmg undesirables, each 
player may run to the back of his own half of the 
team after throwing ; or. 
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Yariation II, ’ 

i ' 

after throwing each player moves two or three 
paces to his left or right. 

In both variations the game finishes as above, 
except that all are standing. 

32, Corner Spry 

Afparatm . — ^Any size ball or bean bag. 

Formation.— team stands behind a line 
facing its captain, who stands opposite the centre 
of his team at a distance of 5 to 10 yards (see 
diagram). 

Procedure . — The captain (No. 1) throws the 
ball to No. 2 in the circle at the top of the line. 

€) 3 4 5 6 7 8 9 ® 


\ 

^Throwing position 

No. 2 returns it, and the captain throws to every 
other player in succession. On throwing to the 
<* end player he runs into the circle at the top of the 
line while the end player (No. 10), carrying the 
ball, takes his place in front. 

The game continues until each player has in 
his turi^, passed to all the others. 

The game ends when the captain gets back to 
his original position. 
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' 33. Squaee Spey 

Apparatus . — ^As for the preceding game. 
Formation . — There are four circles, A, B, C, and 
D, about 18 inches in diameter. C and B are joined 
by a line. A and D are placed from 5 to 10 yards 
from the circles B and C, respectively. Player 
No. 1 stands inside circle A, No, 2 inside D, and the 
remainderof the team behindlineC — B (see diagram). 
C B 

( 3 ) 45 6 7 8 & @ 




or 


5; 




No. I with Bail 
at start 


Procedure. — ^No. 1 of each team holds a ball or 
bean bag. On the signal he throws it to No. 3 and 
runs into circle B. On the same signal No. 2 runs 
and stands inside circle A. Immediately No. 3 
receives the ball he runs into circle D and throws 
to No. 2 (now mside A). No. 2 ifchen throws 
diagonally to No. 4, who has meantime moved into 
C, and so on, until each player has done this. 

Players move one place anti-clockwise each 
time C is vacated. 
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■# 

Finish.— The game finislies when No 1 , standing 
in circle A, recei'^es the ball. 

Note.-— -This and the preceding game are suit- 
able for warm weather. 


34. North, South, East, and West 

Apparatus. — Football, small ball, or bean bag. 

Formation . — Diagram shows the formation of one 
team of sixteen players who are divided into four 
groups. Four masks are made on the ground, as 
in diagram. They should be from 10 to 20 yards 


One team of 16 players 
in formation. 


Throvyer runs behind 
’'4.3.2. 1 ( 






Course of ball 


16 

15 

14 

13 


Q 


5 

6 

7 

8 



)9,I0. 11.12. 
Centre Circle 


apart?. The first player in each group stands at 
the mark, and the other three in file behind him. 

The other team or teams are arranged similarly, 
with the same distance between the marks. All 
the players face towards the centre. 

Procedure. — ^No. 1 holds the ball, and on signal 
40 start throws it to No. 5, who throws to No. 9, 
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wlio throws to No. 13, and so on. Eaclx player on 
throwing runs behind his own grdup, and the next 
player steps up to the mark. The ball is passed 
quickly round until all the players ^have passed 
and run, and are back again in tlieir original 
positions, the ball finishing in the hands of No. 1, 
who runs with it into the centre circle and holds 
it above his head. 

35. Double Ciecle Pass Ball 

Apparatus . — One large rubber ball or football 
for each team. 



Formation . — ^Two teams are arranged in two 
concentric circles facing the centre.^ Both circles. 
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liave the same number of players, and each circle 
has the same nnimber of Eeds and Blues, who 
alternate- with each other. The Red and Blue 
captains are opposite each other. Players in the 
outer circle Stand behind their own colour in the 
inner circle (see diagram). 

Procedure . — ^The captain of each team holds a 
ball, and on the signal to start he throws it over- 
head to his partner in the outer circle. This player 
then throws obliquely forward (the direction, left 
or right, having b^n previously arranged) to the 
next player of the same team in the inner circle. 
The ball travels in this way round the circle until 
it returns to the captain, who runs with it to the 
centre circle. 

, The team >108 whose captain arrives first. 

Note^Plajevs in the inner circle have short 
**' overhead passes, while those in the outer have long 
oblique ones forward. Inner and outer circle 
players change, places at the end of so many 
rounds. When the handling is skilful the ball 
may be sent round the circle several times in suc- 
cession before a win is recorded. 

36. A Composite Passing Race 

This game consists of Zig-Zag, Tunnel, and 
Overhead passing, and the combination will be 
found considerably more interesting and valuable 
than any of the component games played singly. 

Afflatus . — One football for each team. A’ 
small ball or bean bag answers the purpose, though 
not so well. 
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SO 

Formation . — ^Each team is divided into halves^ 
which stand in line facing each other (see diagram) 
3 to 5 yards apart, the players in each half being 
2 to 3 yards apart. 

The distance between the two halves should be 
the same for all teams, as should the distance 
between the players. 

Procedure. — (1) Zig-Zag Passing. — ^No. 1 holds 
the ball, and on signal, throws it to No. 6, who 
throws to No. 2, who throws to No. 7, and so on, 

• until the ball reaches No. 10. (^ee diag.. Game 28.) 


Position 

for 

Zig-Zag 

Passing 


in one file 
for Tunnel 
& Overhead 


G ? o p o p o p o p-—— 


10 


f 


Each player on passing the ball runs to mid- 
way between the two lines, and stands with feet 
astride, facing in the direction ia which the ball is 
travelling. No. 10 holds the ball and runs and 
stands in front of No. 9, facing in the same direction. 

(2) Tunnel Ball . — ^The team is now in one file, 

and without pause the baU is passed down the 
tunnel formed by the players standing with feet 
astride. ^ 

When the ball has passed a player he turns 
about with a jump. 

(3) Overhead Passing . — When No. 1 gets the 
hall, he immediately passes it overhead from player 
to player back to No. 10. 

The players quickly resume their original places 


. 
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m two lines when they have passed the ball, No. 10 
carrying the ball with him, 

(4) Zdg-Zag Passing. — ^No. 10 now passes the ball 
to No. 5, who passes to No. 9, who passes to No. 4, 
and so on, finishing at No. 1. 


Yariation. 

Apfaratus and Formation . — ^As above. 
Procedure. — (1) Zig-Zag Passing as (1) above. 

(2) Lines change places. 

(3) Overhead Psesing (second line only). 

(4) Tunnel Ball (first line). 

(5) Zig-Zag Passing as (4) above. 

(6) Lines change places. 

(7) Tunnel^Ball (second line). 

• (8) Overhead Passing (first line). 

^ Noter.—l. Players 1 to 5 (see diag., Game 28) 
, constitute line ; players 6 to 10 second line. 

2. For Overhead Passing and Tunnel Ball Imes 
turn into jffZe behin(J the player with the ball. 
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37. Tower Bali 

A.'pjpo/fdtus , — Two to four footballs and a tripod 
made by fasteuing sticks or staves loosely together 
at one end. A strong elastic *band is very satis- 
factory for this purpose. 

Ground.— M. 2 sk. a circle on the ground 30 to 45 

feet in diameter 
acQording to the 
^ throwing^apacity 

^The Tower of the players. 

Formation. — 
The players fprm 
a circle, in the 
m iddle of which 
the tower is placed 
and guarded by 
three or four players — the defenders. 

Object . — ^The object of the game is for the 
attackers to knock the tower down with the_ball. , 

Procedure . — ^The balls are held by attackers, 
and the game is begun on a signal. 

The defenders use their arms and legs to stop 
" the ball, but are not allowed to kick it. When the 
attackers knock down the tower they all' run to a 
specified line or wall., while the defenders try to 



i^iDefenCers 


AS- Attackers* 
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•tag them. If successful they may claiga a ride ou 
the back of their captives back to the tower. 
Those tagged now become defenders. 

The tower is again erected and the game re- 
stairts. , 

If the tower is knocked down by the defenders 
they must replace it, and the game continues. 

No attacker may step inside the circle. 

Variation 

A good variation of the preceding game may , 
be played as follo\ts : — 

The players form a circle round the tower as in 
the above game. The tower is defended by one 
player only. 

The attapking and defending are done by 
• kickinathe ball instead of throwing it. Handling 
the ball is not allowed. A player on hitting the 
• tower becomes defender. 

, The aim should be to keep the baU low and take 
first time shots at. the tower. 

Notes.— This is a good preparatory game for 
I football. 

i It may be played with one or two balls. 

38. Dodge Ball 

' Afparatus . — One football for every two teams. 

Ground.— k circle for every two teams should 
be chalked", painted, or otherwise marked. It 
should measure from 20 to 35 feet in diameter, 
according to the age, sex, and throwing powers of 
the class. 
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If tlite playground is to be permanently marked . 
witk tar of paint it is recommended that two or 
three concentric circles of approsimately the above 
size be made. Junior players and small classes use 
the inner circles. 

Formation . — The teams should consist of about 
twelve players. One team stands inside the circle 
while the other stands round the outside with the 
players at equal distances apart. 

Ol^ect . — The object of the game is for the out- 
side players to hit those inside with the ball. Not 
•more than one hit can be registered from one throw. 

Procedure . — On the signal to start, a player from 
the outer circle passes the ball to one of his own 
side. This player then throws the ball at any 
player, inside the circle, who steps or jumps aside, 
ducks, or in any other way tries to dodge it. ,<- 

If the ball hits a player it may remain inside 
the circle or rebound in the direction of the outer 
circle. 

In the former case it should be recovered quickly 
by an outer circle player, who should pass to another 
attacker, and then run back to his place. 

Rules. — 1. No attacker in throwing may step 
inside the circle. 

2. The dodgers must not touch the ball, nor 
leave the circle to elude it. 

Penalty . — For every infringement of the rules 
one pomt is deducted from the score of the offend- 
ing team. 

.. Score . — ^The team wins which scores the higher 
number of hits at the end of a specified tinie, e.g. 
three to five minutes for each team as attackers. 



-2Ci'i35 


Attackers 

middlg court should be from 20 to 35 feet in length, 
according to the age, ability, and number of the 
players. 

Disposition of Players . — ^There are three teams 
in this game, e.g. A, B, and 0. 

One goes into the centre court and the other 
two occupy an end court each (see diagram). 
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No player retires from the game, no matter how 
many times he nmy be hit. 

Aote.-^It may be advisable sometimes to limit 
the target to the legs. 

* 39. Three-Court Dodge Ball 

Court.— The court is divided into three equal 
parts. 

If, however, space is a consideration, the end 
courts may be smaller than the middle one. The 
'* Dodgers 

A / C 
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The end teams are attackers, and the centre” 
team “ dodgers.” f 

Object . — ^The object of the game is for the 
attackers to hit the dodgers with a football or a 
large rubber ball. 

The dodgers evade the ball as best they can. 

The attackers co-operate by passing to each 
other. 

At the end of a specified time, e.g. three to five 
minutes, the centre team changes with an end team 
and the game continues for the^same period, after 
which the third team goes into the centre. 

The centre team should, of course, get as far 
away from the ball as possible, but must remain 
within their court. 

End players field the ball for themselves, and 
may either run back with it or pass it. ^ 

Score. — k point is scored when the ball hits a 
player. The team wins which has the lowest 
number of hits scored against it. * 

Rvles. — 1. If the thrower stfeps over the line 
with one or both feet no hit can be scored. 

2. Dodgers must not go outside their court to 
elude the ball. 

3. The ball must not be touched by a centre 
court player. 

Penalty . — ^For every infringement of the ^ rules 
a point is added to the score against the offending 
team. 

Variation I {for two teams) 

The game may also be played with only two 
teams in the above formation. In this case the,. 
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attackers are divided into halves, each of which 
takes its positioil in an end court. 

. Variation II 

Either of the above games, with the dodgers 
retiring on being hit. 

Score . — The team wins which has, at the end of 
its inniags in the centre, the greatest number of 
players left. 

•Variation III 

In this variation all players are simultaneously 
attackers and defenders. The two end teams 
attack the centre team, but not each other, whilst 
the centre team attacks the two end teams. 

The^ three courts must all be of the same 
dimensions. 

Method of Play . — ^The umpire throws the ball 
into the centre court. The end players may run 
about within then! own courts to evade the ball. 

The player who has the ball may run up to the 
line to throw, but it is better play to pass. 

No player may touch the ball until it has 
touched a player, the floor, or some object. The 
only exceptions to this rule are (a) when a pass is 
senthietween players of the same side, and (6) when 
the ball passes direct from one end court to the 
other. , 

No player may enter another court to field the 
baU. , 

If the ball passes over the outside hues, a player 
^from the court over whose hne it has passed 
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recovers it, and may either pass back or nm back 
with it. ‘ 

Score . — Hits are scored against each of the three 
teams in the three courts. Play is continued for a 
specified time, e.gi. three to fi.ve miiiutes, at the 
end of which teams change courts. There? must 
be two changes, so that each team plays in each 
of the three courts. The team with the smallest 
total against it wins. 

Note.— Ihis variation should only be used where 
' there are walls within 16 yardsrof the back lines to 
stop the ball, otherwise the game may drag. 

Variation IV 

Any form of Dodge Ball may be jplayed, count- 
ing only direct hits, or hits on the legs. ^ 

Variation V 

Any form of Dodge Ball may be played with 
two balls. This makes it more ^ctive and exciting. 

40. Raiding, ok Scots and English 

Affaratus. — About twelve skittles, sticks, 
dumb-bells, or bean bags. 

Ground . — A. suitable pitch is one measuring 
from 60 to 150 feet by 60 to 160 feet. It is divided ‘ 
into two equal parts by a line. There is a prison 
at each end of the pitch. The prison should be 
about 12 feet by 6 feet. 

The articles, equally divided between ,the two 
teams, are spaced out behind their owners’ base 
line (see diagram). 
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Formation.— ^The players are divide’d into two 
teams, and at the beginning of the game stand 
behind their own base line. 

'"Object.— The object of the game is to raid the 
enemj-’s territory and carry off their property, only 
one article being taken away at a time by any 
player. 

SO-to ISO* ■> 


Reds’ Property Blues' Property 

Procedure . — At the signal the players sally 
forth, and if any raider can cross his opponents’ 
base line without being caught he takes one article 
and J)laces it behind his own base line. Upon his 
return journey he cannot be caught. 

If caught inside the enemy’s territory before 
crossing their base line he is a prisoner, and is 
taken by his captor to the prison, where he must 
remain until one of his own side crosses the base 
■line at any, point and thus releases him. Both 





60 GAMES WORTH PLAYING 

t/liose players are then free and must return to 
their own territory. 

Rides. — 1. No article may be taken by a raider 
so long as any of his team are prisoners. 

2. A captor must take his captive to prison, but 
the latter must not resist. 

3. When a prisoner is released, both he and the 
one who frees him must return to their own territory 
before they can start raiding again. 

Finish . — ^The team wins which captures all 
its opponents’ property, but if neither team has 
done so at the end of a given time, then award two 
points for each article captured and one point for 
each prisoner. 

Notes. — (1) This game requires a fair amount 
of space. If the ground available is oSlong and less 
than 100 feet wide, and there are more than fifteen ^ 
a-side, it is recommended that the game should be 
played not lengthwise but across the ground. 

(2) This is an excellent garop for fast running 
and dodging. It requires tactics and co-operation, 
e.g. a feint at one side of the enemy’s territory 
followed by a dash forward at the other. 

41. Skylaek 

Apparatus . — small rubber ball. 

Formation . — Two teams, Eeds and Blues,'’ take 
up their positions, each behind its line (see diagram). 
The distance between these lines should be adapted 
to the throwing capacity of the players. This game 
requires a fair amount of space. 

Procedure . — One of the teams, say the Blues, 
has the ball. A player throws it across to the-. 
Reds, who try to catch it. The player who catches 
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it toTiclies Ms o-wp. head and heel with it’ and then 
tries to tag with* the hall as many of the Blues as 
possible. As soon as the ball is caught the Blues 
must endeavour to get across their opponents’ 
line without' beiug tagged by the player with the 
ball. “He may tag with the ball in his hand or by 
throwing. Meanwhile all the other Beds go across 
behind the other line, 

taking with them as Reds Blues 

prisoners all the Blues q X 

who have been tagssed. O 
Ifthel^faatooatch g J 

the ball teams do not g players. X 

change over. If the O ^ 

Blues run out into the O ^ 

space a Bed may pick q X 

_ up the '^all and throw o X 

it at them. Any Blue 

touched before he gets behiud the line again 
becomes a prisoner and joins the Beds. 

/Score.— The ball is thrown alternately by the 
Blues and Beds for a pre-arranged nrunber of 
times, at the end of wMch the prisoners are counted, 
and the side with the greater number wins. 

Rules. — 1. A prisoner may never throw the ball, 
but may try to catch it. 

2. Mf a prisoner (say one of the original team of 
Beds) catches the ball, he tags as many of the Blues 
(on whose side he now is) as he can before they get 
across to the other side. He then returns to his own . 
team, and all those whom he has tagged go with him. 

A prisoner must not try to be caught back by 
-Jbis own side. 
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Football 


42. Moving Target 

AppaTOtus . — ^As many small balls as possible, 
equally divided between tbe two teams, and' one 
football. 

N.B.— A cricket ball maybe used by advanced 
players instead of a football. 

'Ground.— Mark a circle _ on the playground 
measuring from 25 to 40 feet in diameter, according 

to the number of 
v^-UEs , players and the 

size of the ground . 

This circle is 
divided into 
halves by a 
straight line. 

Disjfosition of 
Teams. — Each 
team stands be- 
hind its own half 
of the circle, 
spaced out at 
intervals of 4 to 6 feet apart (see diagram). 

Object . — ^The object is to cause the football 
which is placed in the centre to roll over the 
opponents’ semicircle by hitting it with the small 
balls. ' 

Procedure . — ^At the beginning of the game and 
after each point the small balls are equally divided 
^ between the two teams. 

At the signal these players try to hit the foot- 
ball placed in the centre of the circle, and so set it 
rolling towards the opposing half-circle. 
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Each team defends its ovm half as well as attack- 
ing its opponent^’. 

Rules. — 1. Players must not step inside the 
circle in throwing. 

2. A ball which stops inside the circle must be 
, recovered and passed to a player outside. 

3. If the football passes over the junction of the 
middle line with the circle it does not count. It 

however, put into play as at the beginning of 
the game. 

It is also put hjto play after each point in the ' 
same way. 

4. No player may touch the football with any 
part of his person. 

Finish. — ^The team wins which is the first to 
* score seven J)oints, or which scores the greater 
number^ of points at the end of a specifi.ed time, 
e.g. filve minutes. 

Hivis . — AH the ammunition should not be spent 
in the first volley, as, for example, should the ball 
be sent rolling swiftly towards the Blues’ semi- 
circle, they should have some ready to drive it 
back again. 

All players should co-operate in supplying with 
small balls the players who are in the best position 
for attack or defence, as the case may be. For 
' example, if the ball is rolling towards the Blues’ 
half-circle, all the Blues should pass to the players 
near the poiat towards which the football is rolling. 

In attackiag, the ammunition should, generally^ 
speaking, be passed to the players who are dia- 
metrically opposite the baU. Passes are more 
easily seen if rolled along the ground. 
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43. Hand Polo 

Apparatus . — One football or rubber ball'- for 
every two teams. 

Formation . — One team forms a circle, abd the , 
other forms a second circle outside it. The outer 
circle players stand immediately behind those of 
the ioner circle, and players of the same weight 
should be paired. 

The players in the inner circle are the Ponies, 
while those in the outer are the Eiders. 

The ponies should stand from 3 to 6 yards 
apart, according to the capabilities of the players 
in h a ndling the ball, and the space available. 

Procedure.— On the signal the riders jump on 
the backs of the ponies, who lean forward §xom the 
hips and give themselves support by placing their 
hands on their knees. The riders sit upright. 

The ball is put into play by the riders’ captain or 
any other rider tossing it to another mounted 
player, who tries to catch it, while his pony en- 
deavours to prevent his doing so. The pony may 
twist and turn as much as he likes so long as he 
does not move his feet. 

When a rider allows the ball to drop all the 
riders at once dismount and run away, while the' 
pony of the player who dropped the ball runs to 
pick it up. Immediately he does this he calls 
, “ Stop ! ” All the riders must then immediately 
stand sthl. The pony with the ball now throws at 
any rider, who may try to dodge it, but without 
moving his feet. ^ 
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' The other poises do not leave their places, and 
it is advisable that they should take up a previously 
arranged position, like hands on hips or arms 
folded, to enable the thrower to distinguish them 
from the riders, if not wearing distinctive colours. 
If the* thrower is successful in hitting a rider, the 
riders and ponies change places. If he is un- 
successful, they resume play without exchanging 
places. 

Fouls.- — ^1. A rider holding the ball more than 
three seconds. ^ 

2. The rider aimed at moving his feet in dodging 
the ball. 

3. A pony moving his feet in trying to prevent 
his rider from catching the ball. 

4. Any poay trying to delay his rider in dis- 
mountinf when the ball has been dropped. 

* Penalty.— Fot fouls 1 and 2 riders and ponies 

exchange places. 

For foul 3 the ball, if dropped, is given to the 
rider whose pony \?^as responsible for the foul, and 
no exchange of places occurs. 

For foul 4 ponies remain as such for the next 
round. 

Score . — A hit scores one point. 

The team which scores seven points first 
"• wins. » 

* Variation 1 

More frequent exchanges of ponies and riders 
takes place if any pony is allowed to pick up the 
jjall and throw it. 




■ This game may be played as ‘described above, 
except that the pony whose rider nusses the ball 
takes a Place Kick to try and hit a rider. 

Note.— These are vigorous and enjoyable games, 
which give valuable training in passing under 
exceptionally difficult circumstances. 

44. The Sieve 

Pitch.— E ot twelve to twentj players a-side the 
pitch should be 80 to 100 feet square. It should be 
divided by parallel lines 12 to 15 feet apart. The 
spaces between these lines are alternately ocmpied 
^ and neutral, as 

shown in the 

^ ^ ^ ^ i diagr^. 

; of Teams. — 

X x X X X At the start 

1 of the game 

heutsal s^ the Attackers 

• X X X X i stand behind 

i the first line. 

neutral space I ipjj^e Defenders 

- X X I ' are arranged 

goal line in, say,, four 

so to 100 ft. * lines of de- 
fence, the number in the first being suph as to give 
each player 6 to 9 feet to defend on both sides of 
him. The second line contains one to two less. 
The third and fourth lines have proportionately 
fewer players (see diagram). 


Attackers start here 


1ST Lipe of 
defence 
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■* The number of spac’es and lines of defence may 
be increased or decreased according to tbe number 
of players taking part. 

Object . — ^The object is for tbe Attackers to dodge 
tbe Defenders and cross tbe Goal Line without being 
tagged. 

Procedure . — ^At tbe signal tbe Attackers try to 
get into tbe first Neutral space, then into tbe 
second and third and over tbe Goal Line without 
being touched by a Defender. 

Attackers are safe in any neutral space, provided 
both feet are within It. 

Attackers when tagged immediately drop out of 
tbe game. 

An Attacker stepping over tbe Side Line in 
getting into a neutral space or over tbe Goal Line is 
out of tb| game. 

Teams exchange places when all tbe Attackers 
have either crossed the Goal Line or been tagged. 

Sfiore . — There are two methods of scoring. 

1. Award one point for every Attacker who 
succeeds in crossing tbe Goal Line without being 
tagged. 

2. Award one point for every Attacker who gets 
into tbe 1st neutral space, 2 for tbe 2nd space, 
3 for tbe 3rd space, and 6 for crossing tbe Goal 
^ine. ^ 

Tbe team scoring tbe greater number of points 
wins. 

Hints. — T&m work and self-sacrifice on tbe 
part of tbe Attackers are essential in this game. 

Strategy plays an important part, for example, 
attracting the attention of tbe defence at one point 
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of the line byjojakmg a demonstration, and then 
surprising them at another point/ 

' The moat,|isuccessful attacks are made col- 
lectively all along the line. Attackers should, there- 
fore, "keep together, those getting through first 
waiting for the others. 


SECTION V 


45. Team Passing 

Apparatus . — A football or small ball 

Formation.~Twp teams of seven to twelve 
players each, spread out over the ground (Netball 
or Eugby Touch ground, small playground, etc ) 
m opposmg pairs, ■£-./& , o 

Olject.—The object of the game is to make as 
, many consecutive passes as possible 
^ Metm of P%.-The ball is put into play by 
bouncmg it between two opposing players Uo try 
to secure it and pass to a player on their own side. 
^ passes by the same team count 

and the team which scores the higher number 
wms. An intercepted pass does not count, nor 
tile lirst catcli froin a tlirow-iii. 

About five minutes is long enough to play tbia 
game, as it is yery strenuous. 

Rules. 1. There must always be sufficient 
•space between any two players who are passing 
to each othp to enable a third to interyene. 

2. Holding the baU for more than three seconds 
IS not allowed. 

3. No form of rough play is permitted. 

_ 4. Iravellmg more than one step with the ball 

is not allowed. 
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Penalty. — ^Free tliiow to op;^onents and first 
pass to count, if successful. 

5. If the ball is held by two opposing players 
at the same time, it is bounced between them. ■ 

6. A ball out of bounds is put into play by an 
opponent of the player who touches it last". All 
other players must stand not less than 3 yards 
away. 

Note. — This rule also applies to a Free Throng 
in this game, and all others where a free throw is the 
' penalty for infringing the rules.e 

If the “ 3 yards rule ” is not observed the other 
side gets the throw. 

Hints. — ^The team in possession of the ball 
should try to get away from their opponents in 
order to be free to receive passes. The other team 
should try to place themselves between ‘'the ball 
and their opponents, each player marking his own 
rnan. 

Passes are more easily made among the outer 
players, so that the coach should continually 
advise players to spread out. 

When the opposition is strong at one part of 
the ground the ball should be thrown to another 
part, and the game thus quickly transferred to a 
more favourable spot. 

Note. — ^Team Passing is a first-rate preparatory 
game for all handling games. 

Variation 

This game may also be used as a preparation 
for football, and then the passing is made with the 
foot. 


COURT TEAM PASSING , 71 

■;» ■ ■ , , ■ ■ ■ ■ • , . 

If used as a preparation for Rugby “Football, a 
Rugby ball should be used. 

It may also be played with lacrosse sticks. 

1 46. CoixRT Team Passing 

Ground. — The ground is divided by a line into 
two equal parts. 

> Formation. — The teams form up in opposing 
pairs, as in the preceding game — ^if possible an 
equal number of pairs on either side of the line. 
This line must not be crossed. 

Object. — The object of the game is to malre 
three consecutive passes between members of one 
team in the same court. 

Procedure'— The umpire bounces the ball 
, betweei? two opponents on the same side of the 
line. The players of one team in the same court 
try to make three consecutive passes. If successful 
they score one poipt. The player who receives the 
third pass must then without pause throw the ball 
across the line into the other court. That pass 
does not count. 

Rules. — 1. Bach time a point is scored the ball 
must be passed to the other court. 

2. If the ball crosses the line it is immediately 
in pldy in that court, even if a pomt has not been 
scored. 

3. A pass across the line may be intercepted, 
but if a point has just been scored the ball must* 
be passed into the other court. 

4. No player may put a foot across the line. 

Other rules as in the preceding game. 
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PemUy.—SxQQ throw to opponents and first 
pass to count if successful. 

Notes.— I . This variation is less exhausting 
than ordinary Team Passing, and the centre iine 
keeps the game more open. 

2. If there has been a prolonged bout m one 
court without a point being scored the ball should 
be passed into the other court. 

3. Where teams are mixed, girls may be placed 
in opposing pairs in one court and boys in the other, 

' each team being composed of half of the girls and 
half of the boys. 

4. Where there is considerable difference in the 

standard of play of the members of the same team, 
as is usually the case when two or more small 
classes of various ages are grouped*together, the 
poor or smaller players from both teamS should 
play against each other in one court, while the good 
or bigger players oppose each other in the other 
court. ^ " 

The grading of players in this way is very 
satisfactory, and is recommended, particularly for 
small schools and mixed classes. 

47. Square Ball 

GVownd.— Triangles with sides measuring's feet " 
are marked in two sets of four, as shown in diagram. 
The triangles in each set form a so[iiare, and are 
,10 to 15 feet apart. The adjacent triangles of the 
two sets are 12 feet apart. 

Disposition of Teams.— Each team has four 
basemen, each of whom stands inside a base, and- 
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two defenders, wjio take up tkeir positions near the 
opposing bases. ' 

The game is divided into three equal parts, and 
the, defenders and two of the basemen exchange 
places at the end of the first and second periods. 
Object. The object of the game is to score 
Rounders.” A rounder is scored (a) when the 
basemen of one team have passed the ball once 
round in the same direction ; (&) when any two 





basemen have passed the ball four times con- 
secutively between each other, i.e. two passes 
each. 


Procedure.— T\\e> ball is bounced between the 
nearest two opposing defenders, who stand vdth 
their left sides towards their opponents’ bases, and 
4 feet apart. The aims of the defence are to get the 
^ ball tq their basemen and to prevent the opposing 
basemen from scoring. They may move in any 
direction, but must not carry the baU more than 
one step. They must not enter the bases. The 
basemen must keep one foot inside the base. 

Any baseman may start a rounder. 

The first type of rounder is scored when the 
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ball, after '■an unbroken sequence, of passes in tbe 
same direction, returns to tbe player who starts 
tbe rounder. If tbe direction of tbe passing is 
altered before a rounder is made, tbe new rounder 
is started 'witb tbe first pass in tbe new direction. 

Tbe object of tbe second type of rounder is to 
prevent tbe defence from marking exclusively one 
or two basemen, and thus preventing any possibility 
of scoring a rounder of tbe (a) type. 

Tbe passing for tbe (6) type of rounder may be 
' between basemen either adjacent or diagonally 
opposite. 

There is no limit to tbe number of consecutive 
rounders that may be scored by either method. 

Score. — Tbe team wins which scores tbe greater 
number of rounders. * 

Note. — This game can be played in a i^pace no 
larger than 35 feet by 15 feet. 

It is suitable for small classes, as six players 
constitute a team. For large classes arrange several 
games. ' 

48. Island Ball 

Affaratus . — One football. 

Ground. — k centre line is dra-wn witb an equal 
number of circles 4 feet in diameter on each side ' 
of it. 

Tbe front circles should be about 5 yards from 
jtbe centre line, and all circles not less than 5 yards 
apart. 

Tbe diagram shows tbe ground marked for two 
teams (Eeds and Blues) of ten a-side, but fewer or^ 
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more circles may be used to suit a smaller or larger 
team. V 

Formation . — lu a niue a-side game there are sis 
catchers and three defenders, and this proportion 
should be maintained as nearly as possible for 
larges or smaller teams. 

The catchers in the Eed team stand inside the 
circles on one side of the line, and their defenders 
stand outside the circles on the other side, placing 


Red ^ 
Defenders 


Blue 

Defenders 


Blue Catchers Red Catchers 

themselves to the best advantage. The Blues are 
similarly arranged (see diagram). 

Object . — The object of the game is for a defender 
to pass the ball to a catcher of his team, who then 
tries to run into the next circle without being 
tagged by an opposing defender. If he succeeds 
in doing this his team scores one point. 

He may only move clockwise. 

Procedure . — ^At the beginning of the game and' 
after a point has been scored the umpire bounces 
the ball on the centre line between any two 
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opposing defenders. It is not in pjay until touched' 
by either of those players. ^ 

When a catcher gets the ball from a defender 
he should not try to run into the next circle upless 
he has a reasonable chance of scoring, but should 
pass immediately to another catcher who may be 
less closely guarded. 

There may be a series of passes before a run 
can be attempted. 

If a catcher who is attempting a run is touched 
• by a defender he must at once pass the ball across 
the line. He may not return lo his circle once he 
has left it, and the other catchers of his team 
must also change circles. In this way catchers 
have an opportunity of pla 3 Tng in all the circles 
in turn. ' 

Rules. — 1. Players must keep on their «own side 
of the Ime. 

2. Catchers must keep one foot inside the circle. 

3. Defenders must not carry the ball. 

4. Defenders must not enter'the circle. 

5. A catcher on being touched when running 
into another circle must pass immediately into the 
other court. 

Penalty . — ^Pree throw for the opposite side at 
the spot where the foul occurred. 

49. A Heading Game 

■r' 

^ This is a preparatory game for football and 
volley ball. 

Apparatus . — One football for each team of 
about twelve players. 
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’ Disposition of Teams . — ^Teams stand well apart, 
each team coverihg a circular area (not marked) of 
30 to 40 feet in diameter. 

. .^im . — ^The aim is to keep the ball in the air 
longer than opposing teams. 

P5<ocedwe.— Starting the game. On a si g na.1 
from the umpire one player in each team tosses the 
ball into the air and then heads it iuto play. No 
other player may head the ball before this player. 
!rhere is no limit to the number of times a player 
may head the ball (but not twice iu succession) . 
nor to the ground a team may cover. 

End of Round . — When the ball touches the 
ground or a foul is committed, the responsible team 
stops play, the round finishing when aU the teams 
have stopped? 

The.vsvinnmg team is the one which, without 
’ mfringmg any of the rules, maintains the ball in 
the air longest. The relative place of each team 
in the competition is likewise decided. 

The best of thi^e, five, or seven Rounds' decides 
the game. 

Fouls . — ^Touching the ball with any part of the 
body other than the head. 

Penalty . — ^Team responsible loses round. 

« Yariation 1 

Played on a circular pitch about 40 feet in 
diameter. , 

All rules as in preceding game, except that play 
also stops when any player in heading the ball 
steps outside the circle with one or both feet. 

This is a progression on the previous form of the 
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game, as feJie ball has to be^kept within a defined 
space. ^ 

Variation 11 

Played over a net or rope as in Volley Ball 
(Game 58), but the ball to be put into play^ from 
any part of the court and headed only. 

All other rules as in Volley Ball, where applic- 


50. Scrimmage Ball 

Apparatus . — A football. 

Pitch . — ^The pitch is rectangular, and should 
measure from 50 to 75 feet long by 30 to 50 feet 

■ ■ — S0to75 '- — ■ 
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Centre Attackers Ball in Centre Cjrcle 

wide. The long lines are called the Side Lines and 
the short lines the Goal Lines. At a distance of 
15 feet from the Goal Lines two other lines are 
drawn parallel with them (see diagram). These 
lines are the Penalty Lines, and the space between 
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Ihem and tte Goal Lines is tlie Penalty „Area. In 
the centre of thh pitch there is a Centre Circle 
4 feet in diameter. 

. ^isfosition of Teams . — The teams are equally 
divided into Attackers and Defenders, who change 
positions after each goal. 

The Attackers stand with both feet behind the 
Goal Line, and the Defenders about a yard behind 
them. 

The Centre Attacker of each team stands out- 
side the centre circle with his left side towards his 
opponents’ goal lin3. 

Object . — ^The object is to hit or push the ball 
over the opponents’ Goal Line with the open hand, 
at a height not higher than the hip. 

Method of Play. — Attackers . — The ball is placed 
in the Centre Circle, and at the whistle the Centre 
' Attackers endeavour to get possession of the ball. 
At the same signal the Attackers rush forward, and 
the’ Defenders step up to the Goal Line. 

Players should -keep their places and paSs freely 
amongst each other, using the left hand as well as 
the right, but not both simultaneously. 

Blenders . — The Defenders spread out and de- 
fend the whole of the Goal Line, and must keep 
one foot behind the line. 

' Bcdl out of Bounds . — When the ball goes over 
the Side Line it is placed at the point where it 
crossed that, line and hit into play by an opponent 
of the player who touched it last. 

Fouls. — 1. Using both hands simultaneously. ' 

2. Using fist. 

3. Using foot m kicMng or stopping the ball. 
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4. Scooping the ball higfier than the hip (knee, 
if near low windows, lights, etc.)/ 

6. Haying the ball whilst touching the floor with 
any part of the person other than the feet. , c 

6. Defenders stepping over Goal Line with both 
feet. 

7. Any form of rough play. 

Penalties . — ^For Fouls 1 to 5, occurring outside 
the Penalty Area, or if made by an Attacker inside 
his opponents’ Penalty Area, award a free hit frona 
the point where the Foul occurred. 

For Fouls 6 and 7, for kicking (3), for all Fouls 
by the Defenders, and by the Attackers in their own 
Penalty Area, award a free hit from the Penalty 
Line, at the point nearest to where the Foul 
occurred. '' 

When a Penalty Hit is being taken alh, players 
except the Defenders must stand behind the ball, the 
Defenders alone being allowed to try to stop the ball. 

Notes. — 1. There is no ofi-side rule. « 

2. The chief feature of the galne is the exchange 
of positions between Attackers and Defenders after 
each goal, thus ensuring for each player an equally 
important part in the game. 

3. Where two walls can be used as Side Lines, 
the ball is never out of bounds. 
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This game is played with a football. 

Court . — The court should be divided equally 
into three parts, and should approximate to the 
measurements given in the diagram. 
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Disposition of^ Teams . — The teams occupy the 
end courts, and are divided equally into front line 
and hack line players. All are numbered (see 
diagram.) 

Tlie Start.— Tlae umpire bounces the ball in the 
centre of the neutral court between No. 1 of each 
team, who try to secure the ball and pass it back 
to their own side. 


60 

1 


70 
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Ground 

XB 






Q 

X9 



2 

X 

X 


t Front Line Players 
Back Line Players 

The Object . — ^The object is to throw the ball so 
as to fall on the ground inside the opponents’ court. 

Method of PTa^.— After each point all players 
automatically rotate one place clockwise so that 
No. 2 of one team and No. 10 of the other come 
out for the second bormce ; then No. 3 versits No. 9 
for the third, and so on. These players immediately, 
return to their places. 

The ball is always bounced in the same position, 
i.e.. near the side line. If it crosses the side line 
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of the neutral ground before being touched by any 
other player, the opponent of the one who touched 
it last throws it to his own team while standing 
outside the side line at the point where the’ ball 
went out. 

Scoring. — k point is scored by the throwing 
side when (a) the ball touches the ground inside the 
opponents’ court, (6) goes outside the court after 
touching, or being touched by an opponent. This 
also applies to the neutral court. 

A point is scored by the receiving side when the 
ball goes outside their court without touching or 
being touched by any player of that side. 

This applies also to the neutral ground. 

A ball falling on the line is considered “ good,’’ 
and counts against the side on whose line it falls. 
If a pass from the neutral ground is dfopped in , 
the end court, or after being touched goes outside 
or into the neutral ground, a point is scored 
against the responsible team. 

Finish . — ^The team which is the first to score 
eleven points wins. 

Note . — With strong throwers it is advisable to 
play over a net or rope stretched across the middle 
of the neutral ground, at a height of 5 feet, or, if a 
net or rope is not available, then only allow the, 
ball to be pushed with both hands straigte from*^ 
the chest. 

Hints. — 1. Aim at the least protefcted parts of 
the opponents’ court. 

2. Passing is permitted, and backs should, as a 
rule, pass to the forwards, who are in the best 
position for scoring. 
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3. It is permissible for players to save a ball 
vrbicb another player has unsuccessfully attempted 
to hold. 



52 . Skittle Ball 

Afpamtus . — One football and two skittles, or 
tripods as for Game 37. 

Pitch . — line 40 to 70 feet in length is drawn, 
at each end of which there is a circle 8 feet in 
diameter. Beyond these circles the hne is con- 
tinued for 6 to 12 feet. There is a Penalty Mark 
2 feet long drawn abross the line midway between 


Skittle 


XO ’ / XO 

Penalty Mark 

the two circles. There are no boundaries. In the 
middle of each circle a skittle is placed. 

Disposition of Teams . — One player from each 
team is chosen as guard and stands inside his own 
circle.™ The other players arrange themselves in 
opposing pairs, if possible an equal number of 
players on each side of the line (see diagram). 

Olfect . — The object of the game is to knock 
down the opponents’ skittle with the baU. 

Method of Play . — ^The umpire bounces the ball 
,between two opposing players on the same side of 
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the line Lear the centre. The^e players stand 
3 yards apart, each with his left side towards the 
skittle he is attacking. 

The ball is in play when it has been handled by 
one of those players. It is then passed towards 
the players who occupy the best position'' from 
which to attack the opponents’ skittle. The most 
efiective passes are short and quick. 

The skittle may be attacked from any point 
outside the circle. To “ draw ” the skittle-defender 
■■ the baU should be passed ampngst the attackers 
around the circle. 

Score. — ^If a guard knocks down his own skittle 
his opponents score one point. 

If the attackers knock down their opponents’ 
skittle they score two points. 

Fouls. — 1. Carrying the ball. * 

2. Crossing the centre line. 

3. Attackers entering the circle. 

4. An attacker touching the^ball when it m on 
the ground inside the circle. 

6. Fisting the ball. 

6. Holding the baU more than three seconds. 

7. A defender stepping inside the circle. 

8. A defender (other than guard) touching the 
ball when it is on the ground inside the circle. 

9. Kicking. 

10. Any form of rough play. 

Note.-— A player has entered the circle when any 
part of his person touches the floor within it. 

Penally . — ^For Fouls 1 to 6 award a free throw 
from the spot where the foul occurs. 

For Fouls 7 to 10 award a penalty throw. 

The penalty throw is taken from the Penalty 
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Mark, During thjs throw the guard stands outside 
the circle, and is not allowed inside until the ball 
has hit or missed the skittle. If it misses, it is 
again in play, and the guard should, therefore, 
quickly return to his circle to defend. 

Notes— 1. If a goal is scored the ball is put into 
play as at the beginning of the game. 

2. To score a goal from a penalty throw the 
ball must hit the skittle direct, or from a single 
bounce inside the circle. 

Aims of the Gam^.— To develop — 

1. Quick passing. 

2. Marking opponent and breaking away. 

.3. Accuracy in throwing. 

53. jFouE-RiNG Skittle Ball 

ApfQ'atus .- — One football, four skittles. 

Pitch . — Two lines from 30 to 70 feet in length 
are drawn. These lines bisect each Other at right 
angles. At both ends of the lines circles 5 to 8 feet 
in diameter are drawn, and beyond these circles the 
lines are continued for 6 to 12 feet. In the middle 
of each circle a skittle is placed (see Diagram). 

Formation . — There are two teams of fourteen 
to eighteen players. Two players from each team 
are chosen as guards and stand in the circles. 
Players of the same team defend in the circles 
drawn at the ends of the same line. 

The other players line up in opposing pairs, if 
poriWe M equal number of pairs in eaob quartet- 
of the field. 

Procedure . — ^The umpire bounces the baU be- 
.tween two players of opposing teams, who stand 
close to the centre ha the same quarter. The ball 
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Note. — 1. This variation of the game can often 
be played on a ground which is not Jong enough 
for ordinary Skittle Ball. 

2, As there are four skittles to attack and 
defend an unusually large number of players can 
take part in this game without overcrowding. 
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54. Medicine Bade Tennis * 

Court . — ^For eight a-side, the court should 
measure from 40 to 50 feet in length, and 30 to 35 
feet* in width. For a smaller number of players a 
propQrtionately smaller court is suitable. Across 
the centre of the court is a neutral space 6 feet in 
width. The remaining sections are again sub- 
divided into four equal parts, as in sketch. 


Service taken fhjm / Net or Rope at height 

this corner Neutral space 6 ft.wide of Players’ shoulders 

Affaratus. — K medicine ball or football. 

A Badminton net or a rope stretched across the 
court, over the centre of the neutral space, at 
shoulder height. 

Object . — ^The object of the game is to throw the 
ball over the’ net or rope, so as to fall on the ground 
inside the opponents’ court. 

Disfosition of Teams.— Eadh team is divided 
into front-line and back-line players. 
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At the'beginning of tlie game they are arranged 
as in diagram, and are numbered anti-clockwise, 
beginning with the player in the back right-hand 
corner. „ , 

Method of Play. — Only the serving side can 
score, and this side continues to serve until -every 
player has had a turn and been put out. 

Service. — ^No. 1 begins to serve from the right- 
hand comer with both feet behind the back line^. 
He throws the ball diagonally across the net into 
- the opponents’ right-hand court, and may use one 
or both hands, and throw in any way he pleases. 
Only the corresponding player in the other team 
(No. 1 in diagram) may receive. If this player fails 
to take the service three times in succession the 
receiving side shall rotate one place, but not the 
serving side. This rule preventfs the receiving side 
from being too severely handicapped by a weak ' 
player. 

Aft§r the service has been lawfully received 
the ball may be returned int6 any part of the 
opponents’ court, and may then be handled by 
any player. 

Loss of Service. — A server loses his serve (a) if 
he fails to throw the ball over the net into the 
opponents’ right-hand court ; {h) if the ball touches 
the net ; (c) if, in subsequent play, any member of ' 
his own side causes the ball to go outside the 
courts, to touch the net, or to fall on the ground 
^inside his own court or the neutral area. 

Rotation. — When the first server is out, every 
member of the team moves round clockwise one 
place, the opposing team moving likewise. 


, POST BALL , 89 

Wten all the memt)ers of the serving side have 
been put out the service passes to the other side. 

Scoring.— {Reniemher that only the Serving Side 
scores.) — A point is scored when the receiving side 
(a) allows the ball to touch the ground within their 
own court ; (6) touches the ball and it goes outside ; 
(c) returns it iuto the net or neutral ground, or 
causes it to touch the net. 

Hints. — -Passing is not allowed, though a 
save ” may be effected lawfully, as in the case of 
a high shot, which a front-line player may be un- 
successful in holding, but which may be caught 
by another player before it falls on the ground. 

^The most effective shots are taken overarm, 
the’ ball being delivered from the highest possible 
, point and passing downwards just over the net. 

A sw*ft shot is best caught, not with the hands 
’ stiffly outstretched, but with the whole forearm, 
or with the arms held so that the ball can be 
gathered against the chest. 

65. Post Ball 

Apparatus.— One football and two posts (see 
Note at end of game). 

Pitch. — ^A suitable pitch for nine to eleven 
’ players a-side is 75 to 100 feet long by 50 to 70 feet 
wide. • 

A post (the Goal) is placed ia the middle of each 
of the end lines. These posts should be between 
6| and 8 feet high, according to the height of the 
players. It is best to provide 8-feet posts and 
mark off with tape or chalk the height to be 
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used. Net Ball Posts marked .in this way are 
suitable. 

At both ends of tbe pitch there are three con- 
centric semicircles, the post being the centre ’of 
these. The radii are 3 feet, 12 feet, and 18 feet 
(see diagram (o)). 

The outermost circle is called the Penalty Circle, 
and the space between it and the middle circle the 
Penalty Area. 

The smallest circle is Imown as the Goal Circle, 

' and the space between it and fhe middle circle the 
Goalkeeper’s Area. 

In the centre of the pitch is a circle 4 feet in 
diameter, called the Centre Circle. 

Disposition of Teams . — ^In a team of ten there 
should be three Attackers, three clentres, three 
Defenders, and one Goalkeeper'" (see diagram). 

Object . — ^The object of the game is to hit the 
post with the ball. 

MetJkod of Play . — ^To start the game, the um|)ire 
tosses the ball up above the Centre Circle between 
the two opposing centres standing outside the circle 
with heels together and one arm behind theback, and 
facing their opponents’ goal. When the ball reaches 
its highest point in the air they may then jump to 
it and endeavour to pass it to one of their own side. 

When a player gains possession of the ball, the 
Centres and' Attackers on his side should break away 
from their opponents quickly and place themselves 
.in an open position ready to receive the ball and 
pass or shoot. At all times passes should be short, 
swift and purposeful. 

No Attacker in throwing at the post may step, 
over the Middle Circle. 
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The Goalkeeper must keep outside the Goah 
Circle. There is no other restriction as to his 
position. No other player may be inside the Middle 
Circle. 

A ball out of bounds is put into play by an 
opponent of the player who last touched it. ,From 
the moment the player taking the_ throw-in toes 
the line until he throws the ball into play not 
more than three seconds must elapse. Following 
an infringement of this rule the ball passes to an 
, opponent, who takes the throw-in from the same 
place. r 

A third player must not enter a “ dispute.” 
(The object of this rule is to keep the game open.) 

A foul is not committed unless the third man 
the ball. 

Fouls. — 1. Unnecessary roughness, e.gf.^acklmg, 
barging, or tripping. r 

2. Carrying the ball. 

3. Kicking. , 

4. listing. ' 

6. Bouncing with both hands simultaneously. 

6. A third player entering a “ dispute.” 

7. Stepping insid§ the Penalty Area before the 
ball has left, the hands of the thrower during a 
penalty throw. 

8. The Goalkeeper stepping inside the Goal ^ 
Circle. 

9. Any player, other than the Goalkeeper, 

. stepping across the Middle Circle. 

10. Holding the ball more than three seconds. 

Penalty Throw.— -Mi fouls committed by the 

defenders within the Penalty Area are penalised 
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^by a penalty-throw at the undefended post taken 
frona any point' of the Penalty Circle, both the 
thrower’s feet being behind this Circle. When a 
Penalty throw is bemg taken, no player may stand 
within three yards of the thrower nor mside the 
Penalty Circle. This applies also to the Goal- 
keeper. A Penalty throw is also given for rough 
play and kicking (see Fouls 1 and 3 above). 

Free Throw . — ^All fouls committed outside the 
Penalty Area are penalised by a free throw from 
the spot where they occur, unless in the opinion of 
the umpire the nature of the foul warrants a penalty 
throw. When a free throw is being taken all 
players must stand not less than three yards from 
thfe thrower. 

Score. — ^A, hit from the “ field” scores two 
points. ^ ’ 

A hit from a penalty throw scores one point. 

Posts . — ^If posts are not available and there 
aratwo high walls opposite each other at a suitable 
distance apart, a»cord may be tightly stretched 
between two large staples driven into the wall. 
One should be near ground-level and the other 
vertically above it, to 8 feet from the groimd. 
It is sufficient if the cord just clears the wall. 

This is a satisfactory substitute* for posts, as 
the cord vibrates on being hit, and it is therefore 
easy for the umpire to decide whether a hit has 
been scored or not. 

Posts marked on the wall with chalk are not 
satisfactory. 

If the walls are low, the cord may be stretched 
horizontally, about halfway between top and 
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bottom, law enough, to prev&t the ball from being' 
frequently shot over the wail. 

The length of the cord should be between Bl- 
and 8 feet, according to the reach of the players.^ 
Note . — For Pitch marked for Horizontal 
“ Post,” see diagram (6). 


56. Nine-Couet Netball 

Affaratus . — One football and two netball posts'. 
Ground . — ^The ground should be from 76 to 
100 feet long and 40 to 60 feet wide. It is divided 
into nme equal courts by lines running lengthwise 

70 tolOOft .~ T 


and crosswise, as in diagram. These courts are 
numbered clockwise, as above. ^ 

Nwmher of Players . — The best game is played 
with nine a-side, but a larger number can be 
•accommodated. « 

Disfosition of Teams . — ^The players form up in 
opposing pairs and stand one pair in each court. 
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Extra players are ])est placed in courts 2, 4, 6, 
and 8, in opposing pairs. 

Object . — The object is for the Attacks in Courts 
Ij 2, and 3, and 5, 6, and 7 to net the hall. 

Procedure . — ^The umpire bounces the ball 
between the two players in Court 9, who must 
stand 9 feet apart until the ball touches the ground. 
Both players stand with their left side towards 
the goal into which their team is shooting. The 
ball is not in play until it has been touched by one 
of those players. It is then passed until one or , 
other side has a chance of shooting. 

Whenever a goal is scored all the players move 
into the next court : 9 to 1, 1 to 2, and so on. In 
this way all players get practice in both shooting 
and defending. 

Whe» the ball passes over the side or goal line, 

' a player of the opposite side to the one who last 
touched it throws it in from the point where it 
crossed the line. No player may stancj^ within 
9 feet of the playef who throws in. 

Rules. — 1. Players must not carry the ball, 
nor hold it longer than three seconds. 

2. .Players must keep inside their own courts. 

3. Kicking and fisting the ball are not 
allowed. 

4. -. When two players are passing to each other 
they must not be so close to each other that a 
third playes cannot pass between them. 

Penalties. — A. free throw for the opposite side 
from the spot where* the penalty is incurred. 

“ Held BalV ’ — ^When two players of opposite 
sides hold the ball simultaneously the umpire 
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bounces tbe ball at the spot where it was held, 
players standing as for centre bounce. 

Notes. — 1, The rules have been purposely kept 
more simple than in Netball, as this is intended to 
be a preparatory game for Netball. 

2, If at the end of three minutes no goarl has 
been scored the players should be rotated. 

d7. CiRGTOAE Pillar Ball ^ 

Affaratus. — ^Football or lar^e rubber ball and 
post, e.g. a Netball post (see Suggestions for the 
Improvisation of Apparatus). A portion of the 
post — about 18 inches — should be painted or other- 
wise marked. The lower edge of the marked portion 
should be not less than feet from the ground. 

Pitch. — The Pitch, which is "circular, Fieasures 
from 30 to 42 feet in diameter. There is a second 
circle 4 feet inside the first, and a goal circle 6 feet 
in dianoptnc. The space lietween the outer and 
inner curcles is called the Trabk. The post is 
placed in the centre of the Goal Circle. 

Disposition of Teams . — Half are Attackers and 
half Defenders. 

Attackers ^tand in the track. 

Defenders stand in the inner space of the other 
half of the pitch (see diagram). , 

OhjecL— The object is to hit the marked portion 
of the post with the bail. (Only Attackers can 
score.) For young children and beginners the 
whole of the post may be the goal. 

Method of Play. — Two Defenders (one from each 
team) stand facing each other, a yard from the ^ 
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centre line, eacli^m Ms own half of the -pitch, and 
the ball is boxuiced on the centre line between them. 
The bail may be caught with both hands and passed 
or knocked with the open hand. It is not in play 
until caught or touched by one of these players. 
Play 'is continued without a stop after a goal is 
scored. 



When the ball goes outside the pitch it is thrown 
in by an opponent of the player who last touched 
it, the thrower standing where the ball crossed the 
outer circle. If an Attacker is taking the throw-in 
the ball nulst first be passed to another player 
before a goal can be scored. The ball must not'' be' 
held for more than three seconds for a throw-in or 
during play. 
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At haH-time Attackers becoine Defenders, and 
vice versa ; or, in cold weatlier tkere may be four 
changes during the game, as attacking is less active 
than defending. , - 

Fonls. — 1. Carrying the ball more than one step. 

2. Holding the ball more than three seconds. 

3. Attacker stepping outside the track. 

4. Stepping across the centre line. 

6. Defender stepping inside the track to inter- 
fere with an Attacker. 

6. Defender stepping inside the Goal Circle to 
save shot at goal. 

7. Any form of rough play. 

Penalties. — For Fouls 1 to 4, free throw by any 
Defender of opposite team. 

For Fouls 6 to 7, penalty throw, taken from the 
Track, at the undefended pdtar. The»s throws 
may be taken by the Attackers in rotation. 

Hints. — 1. ’^en the ball is bounced between 
the twp opposing Defenders a quick movement to 
secure the ball and a quick pkss to an Attacker 
should be made. Batting with the open hand is 
permissible. 

2. When an Attacker receives the ball, and is 
so closely marked that there is no opportunity to 
score a hit, a quick passing movement among the 
Attackers usually makes an opening. 

3. Passing amount the Defenders is useful 
under certain conditions, e.g. when a weak thrower 
is unable to throw to an unmarked Attacker of his 
own side. 

4. Keep on your own side of the lines. 

5. Note the positions of the defenders in the. 
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diagram. Those, near the track are chiefly respon- 
sible for intercepting passes to the attackers ; those 
near the Goal Circle for intercepting shots at the 
pest. Defenders should always be trained to jump 
well up for the ball. 

58. Volley Ball 

A f far atm . — A volley ball or large light football, 
^n ordinary football bladder (size 6) covered with 
a canvas case makes a suitable volley ball. 

A Badmmton net or rope, and two posts 8 feet 

Two Courts side by side 
— 25-35 ft End Line 


End Line . 

in height. (Posts arc unnecessary if the net can 
be attached suitably otherwise.) 

Court . — The length of the court should not 
exceed 60 feet, nor the width 35 feet. The side and. 
end boundaries should be at least 3 feet from walls 
or any obstructions. 

A net, or rope, is stretched across the court 
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midway between tbe end lines and parallel with 
them. It should he level, and measure 8 feet from 
its centre to the ground. 

The rope may be attached to two opposite walls, 
and may be made to serve several courts lying 
parallel with each other, with a minimum space of 
3 feet between the side lines (see diagram). 

Definition of Terms. — Serving Order. This means 
the order in which the players serve. 

A Point. When the team which is receiving 
" fails to return the ball legally, to the opponents’ 
court the serving side scores one point. 

Rotation means the moving round of players 
clockwise on the court. 

Side Out. When the team serving fails to win 
its point or plays the ball illegally the umpire calls 
“Side Out!” 

A player who touches the ball when it is not 
" dead ” is considered as playing the ball. 

Out of Bounds. The ball is out of bounds when 
it touches any surface, object, or part of the floor 
outside the court. 

Catching or Bolding. When the ball comes to 
rest in the hands or arms of a player and is not 
clearly batted he is considered as catching or 
holding the ball. 

Method of Play, — ’The Captains toss for service 
and courts, the winner choosing either service or 
court. 

. The players in each team are numbered anti- 
clockwise from the right-hand corner, as in diagram. 

The Service. — ^No. 1 of the side winning the toss 
(if service is chosen) serves by batting the ball intor 
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the opponents’ court with one or both hands while 
standing with both feet behind the back line of the 
court. This player continues to serve until his 
side is “ out,” when the service is taken by No. 1 
of the opposite team. 

When the umpire calls ‘‘ Side Out ! ” the team 
which is then receiving rotates one place clockwise 
(after No. 1 on each side has served). 

Playing the JBal?.— The ball may be batted with 
one or both hands, fisted or headed in any direction, 
as long as it does not drop on the ground, go out 
of bounds, or under the net. 

The ball may be played by any number of 
players before it is returned over the net, but no 
player may hit it twice in succession. 

A service Striking the net puts the side out, and 
no play*»r may asSist the ball over. A ball, other 
' than a service, striking the net and dropping over 
is still in play. No player may touch or reach over 
the net during play. A line ball is considered 
“ good.” The te&m losing a game serves first in 
the succeeding one. 

Score . — The team which is the first to score 
fifteen points wins the game. Matches are decided 
by winning two out of three games. 

Fouls. — 1. Any player hitting the ball more 
than mce in succession. 

2. Catching or holding the ball. 

3. Touching the net. 

4. Serving out of the proper order. _ 

Penalty. — (a) If any foul is committed by the 

serving side that side is “ out.” 

(6) If any foul is committed by the receiving 
* ’side a ppint is scored by the serving side. 
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-1. Eemember that only 


the serving 


Notes.— 
side scores. 

2. The system of rotation ensures that each 
player gets an opportunity of playing in every 
position in the court. 

3. This is an advanced game, suitable only for 
top standard boys, who have dev^lopted a high 
degree of skill in controlling the ball. 

4. It is a good summer game. 


59. Feee Basket Ball 

The special feature of this game is that there 
are no boundaries, and it therefore does not require 
a marked pitch. It is a particularly suitable 
organised game for boys and girls or eleven years 
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of age and upwards, and can be played on a grass 
or asphalt sxsrf ace, or in a hall or gymnasium, 
measuring not less than 50 feet by 30 feet. 

Although the aim of the game and the apparatus 
are the same as in Netball, Free Basket Ball differs 
from Netball in the following respects : — 

(а) The ball is never out gf bounds as there ^re 
no boundaries. 

(б) There is no halt while a shot at goal is being 
taken, the opposing players being allowed to adopt - 
any Wstrating tactics to prevent the ball frona 
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reacMng the goal so long as no player puts Ms 
hand on an opponent, or on the ball while in Ms 
hands. 

■. (c) Goals may be scored from any part of the 
ground, including any portion beyond the posts. 

{d) Any one may score. The team is therefore 
dependent more upon several shooters than upon 
a single good shot. 

(e) The game is more vigorous owing to (a) 
and (6). 

(f) There is usually very little “whistle,” result- 
ing mainly from (a)? 

Apparatus. — As for Netball. 

Pitch . — 50 to 100 feet between the posts is 
suitable. Although no lines are necessary it is an 
advantage to have a mark for the centre. 

Teaim . — ^Five tb seven a-side may play on a 
‘ pitch with 50 feet between the posts, although there 
is no space behind. A team of five is divided into 
two’ attackers, one centre and two defender^, and a 
team of seven info two attackers, three centres 
and two defenders. Nine to eleven a-side may 
play on a pitch allowing 75 feet between the posts, 
and about 15 feet beyond. The disposition for 
nine a-side is shown in the diagram,. Additional 
players take up their positions behind the posts 
in opposing pairs. 

Method of Play . — ^Midway between the posts 
the two opposing centres stand 4 feet apart, with 
heels together, one hand beMnd the back and facing, 
their opponents’ goal! The umpire tosses up the 
ball between them and they jump to gain possession 
^or pass it to a player of the same side, using only 
’one hand, llie baU is not in play until touched 
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by one of the two centres. It is similarly put into 
play after each goal. The ball may then be passed 
with one or both hands in any direction by any 
player, and any one may score. » . 

Score. — A goal scored from play counts two 
points. A goal scored from a penalty counts one 
point. 

Fouls. — 1. Carrying the ball. 

2. Fisting or heading. 

3. Kicking. 

4. Knocking or pulling the ball out of an 
opponent’s hands. 

5. Laying hands on an opponent. 

6. Any form of rough play. ^ 

7 . Touching post while shot is being taken at goal. 

Penalties . — For Fouls 1, 2, 3, 4, "and 5 award 

a free throw from the place whefe foul ocoars. For 
Foul 6 award a penalty throw from any point 
5 yards from the post, which is undefended. For 
Foul 7 (jf defender is responsible) award a goal if ball 
passes through ring, and a second penalty if a goal is 
not scored. If the post is touched by an attacker 
and the ball passes through the ring the goal is dis- 
allowed and a free throw given to the defenders. 

fiTmte.— Short and swift passes should be en- 
couraged. Long throws are usually wasted, as 
they are more easily intercepted. o 

Shots from below the ring are not so likely to 
be successful as those taken from a few steps’ 
.distance. 

When a shot is being taken at goal there should 
be a player on the opposite side of the post ready 
to secure the ball and take another shot if the goal, 
is missed. ' 
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^ 60 . Fusillade 

This game has l)een specially designed to admit 
adaige number of players, and gives plenty of scope 
for vigorous and skilful team work. 

A'^aratm.—k football or large rubber baU. 

Pitch . — Two sets of concentric circles are marked 
on the playground with their centres from 75 to 
JLOO feet apart. 



fSiolOOftr-— - — 

xo xo x'o 



The inside circle should measure 8 feet and the 
outer 24 feet in diameter. _ _ . 

The whole area of the inside circle is the Goal. 
The space between the inner and the outer 
circles is Imown as the Track. 

Halfway between the two sets of concentric 
circles is the Centre Circle, which is 4 feet in 

diameter. ' ^ 

There are no side, or end boundaries. . 

D isposition of Teams . — In a game of twenty-one 
a-side there should be seven attackers, three centres, 
' ,.seven outside defenders, three inside defenders, and 
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one goalkeeper. The game may be played witli 
fewer or more players. 

The Goalkeeper stands inside the goal. 

The three Inside Defenders must keep within the 
Track. 

No other player may step over the Outer Oircle 
for the purpose of attack or defence., 

Olyed. — The object is to hit the area within the 
Inner Circle (the Goal) with the ball. The ball mu^ 
faU into the goal direct after being thrown or 
' touched by a player. It does, not count if it rolls 
or bounces into the Goal. 

Method of Play . — ^The umpire starts the game 
by bouncing the ball in the middle of the Cei^tre 
Circle between the two opposing Centres, who stand 
outside the circle with feet together, facing their 
opponents’ Goal. «> 

When the ball is touched by one of the Centre 
players it is in play, and these Centres try to pass 
it towards their Attackers. 

The ball is bounced in the *Centre Circle after 
each goal. 

The ball should be passed freely round the 
Outside Circle in order to draw the Defence and 
thus make an«openmg. The Goal may be attacked 
from any point outside the Outer Circle. 

There is no boundary, and the ball is therefore 
never “ out.” 

When two players are passing to- each other 
.they must be sufficiently i%T apart to enable a 
third player to pass between them. 

Fouls. — 1. Carrying the ball more than one step. 

2. Fisting. , " 

r. 
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3. A third player entering a dispute. (A foul 
is committed only when the third player touches 
the ball.) 

. 4. Holding the ball more than three seconds. 

6. Any player, other than the Inside Defenders, 
being in the Track. 

6. Players passing when too close together. 

7. Tackling, barging, and tripping. 

8. Kicking. 

9. Defenders stepping inside the goal. 

Pemlties. — (a) For Fouls 7, 8, and 9, and any 

foul by a Defended inside the Track, or by the 
Goalkeeper, a penalty thrjow from any point on 
the outer circle. During this throw only the goal- 
keeper may defend, and all players must be not 
less than 3 yards from the thrower. 

(b) Far all other Fouls award a free throw from 
the place where the foul occurred. 

Note . — The unusual feature of this game is the 
liability of the goal to attack from any poi]\t of the 
outer circle. 

This fact, in addition to the size of the outer 
circle and the absence of boundaries, keeps the game 
open and thus admits many players. 


' CL Goal-Shooting Roundbes 

Apfaratn ^. — ^Netball post and football. 

Pitch . — There is a base line of unlimited length, 
behind which stands the batting queue. 

A netball post is placed at a distance of 60 to 
100 feet from this line, as in diagram. 
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There aare three bases, (£ags, ^chairs, etc.), as 
shown in diagram. 

The bowler’s crease is 15 to 25 feet from the 
base line. » 

Disposition of Teams.— (a) Batsmen stand in a 
queue behind the base hne. ' 

(&) Fielders are numbered. No. 1 stands near 


Bowling 
Crease-^ 
Bowler — >-X 



X • 

Course run by DatsmCT''U' *2°®' Shooter 


the goal post, the rest taking up suitable positions 
for fielding. Qne player is appointed to bowl. 

Object . — ^The object is for the fielding side to 
shoot as many goals as possible, whilst the batting 
side run the course round the three bases. 

Note that in this game the fielding sjde scores. 

Method of Play. — (a) Bowler . — ^The bowler stands 
behind the bowling crease, and bowls underarm. 
The ball must reach the batsman at a height between 
his knee and shoulder, and otherwise within his reach. 
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' (&) Bateman. —The batsman stands behind the 

base line and bats the ball with the open hand in 
any direction in front of the base line. 

. He then runs round the course at top speed and 
without pause, passing round outside the bases and 

bacb*over the base line. ^ u .i. 

(c) Fielders.-Th& fielders quickly field the 
ball and pass ft to No. 1 at the netball post. Two of 
the nearest fielders run up to field for No. 1, who 
immediately begins shooting. He continues _ to 
shoot until the runner has re-crossed the base line, , 
'when the umpire gives the signal to stop shooting 

by calling “ Home ! ” i i 

The ball is at once passed back to the bowler, 

who bowls to the next batsman. 

No. 2 fielder has meanwhile taken up ms 
' position^t the po3t. He is now goal-shooter, and 
' the ball is passed to him when it has been batted. 

The game continues imtil all have had a turn at 
either running or shooting; then the two teams 

change places. ’ . 

£lcore.— The team wms which scores the greater 

miinber of goals* ■ ; v 

Rules . The ball must be batted m front of 
the base line. If after it strikes the ground it 
goes over that line it is still considered good. _ 

2. .The ball must be batted with the open hand. 

3. Each batsman must run the course once and 
must bat tlje ball according to Rule 1 before 
ning, but need not nm until a good ball is served. 

1 If the ball pfeses through _ the ring after 
the batsman crones the base line it does not 
• count. 

mm * 
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Note,—!Ih& batsman cannot be “ exit.” 

Fielders should try to catch tlie ball, as it can 
then be passed more quickly to the shooter. 

62 . Long Ball 

. ■ „ ■■■ #■■■• . 

Apparatus . — ^Tennis or rubber ball and a bat 
24 to 30 inches in length by 2 to 4 int-hes in width. 
(For beginners aird yoxmg children the broader bat 
is preferable.) * 

Pitch . — The pitch is rectangular, and should 
measure 60 to 120 feet long b/ 30 to CO feet wide. 


$QtQ/20ft, 



The two long lines are called the Side Lines, and one 
of the shorter lines is called the Home Line and the 
other the Base Line. • 

Disposition of Teams . — ^The Batting Side stands 
in file behind the Home Line, with thfeir left sides 
towards it. They are numbered and must not bat 
out of their turn. 

The Fielders scatter over the pitch, and one of 
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them, the Server,, stands behind the Home Line and 
serves from a distance of 15 to 25 feet. To mark 
this distance two lines, 3 feet in length, should be 
drawn at right angles to the Home Line and behind 
it. Behind one of these stands the Batting Queue 
and Behind the other the Server (see diagram). 

Object . — ^TJie object of the game is to make 
runs. 

^ A run consists in running to the Base Line and 
back over the Home Line without being hit or 
infringing any of th^ rules. The run may be broken 
at the Base Line, and more than one player may 
stand there at the same time. 

^Method of Flay. - - Captains toss for first innings 
and place their teams. 

» The Servei stands behind the Home Line and 
serves under-arm. * 

The ball is “ good ” if it passes within the reach of 
the batsman, not higher than his shoulder nor lower 
th^ his knee, and without hitting the ground. 

If a good ball is served the batsman must nm, 
whether he strikes it or not. If, however, it is not 
a good ball and he does not attempt to hit it, he is 
entitled to wait until such a ball is served. If 
three “ bad ” balls are served the batsman is 
allowed to cross to the liase Line without being hit. 

If 'the ball, after coming off the bat, hits the 
ground direct behind the Side or Home Lines the 
whole side is “ out.” If the ball rolls outside these 
lines the side is not pjit. 

If only one bateman is at the Home Line he b 
entitled to a second serve if he does not choose to 
* ,jrun on the first- If there b no batsman at the 
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Home Line the side is put out by a player of the 
“ out ” team bouncing the ball behind that line. 

Ilie Fielders try to hit opponents running 
between the Home and Base Ijines. They may Mt 
any batsman who has one or both feet inside the 
pitch. Fielders should pass the ball to %hose 
who are best placed to hit the runn^. Not more 
than three steps may be taken with the ball, nor 
must it be held more than five seconds ; a fieldef 
hafringing these rules cannot score a hit. 

/Side Owt— The Batting ^ide is out when 
(1) any batsman is hit with the ball whilst inside 
the pitch ; (2) the ball is caught off a hit • (3) the 
ball hits the ground direct outside the Side or Hqpie 
Lines; (4) a batsman steps over the Side Line; 
(5) there is no batsman behind the Home Line to 
receive the service ; (6) a ba&man intsntionally 
obstructs a fielder. 

When the side is out the Fielders dash over the 
Home Line to escape being hit with the ball, wMie 
the Batting side race for the bafl and endeavour to 
hit the Fielders before they cross the Home Line. 
If a Fielder is hit before crossing this line his side is 
again out, unless they can retrieve the batting posi- 
tion by again <hitting an opponent with the ball. 

There is no limit to the number of exchanges 
possible. . 

CaitgU Ball. — When the ball is caught off a hit 
the catcher calls “ Caught ! ” and immediately 
.arms .it over his shoulder. (Ball must not be 
thrown.) * 

Score . — ^The side making the greater number of 
runs a,t the end of an agreed time wins. ^ 
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Notes. — 1. This game has becE adapted from the 
Danish game of the same name, and considerably 
simplified to suit ordinary school conditions. It 
demands a great deal of mental alertness for the 
quick exchange of positions between Fielders and 
Batsinen when a side is put out. 

2. Walls may be used as Side and Base Lines 
where suitable ; and in this case the side is put out 
if the ball is batted and hits a side wall direct. 

3. When played indoors, and especially in 

artificial light, a small football or large rubber ball , 
should be used, andHhe ball should be batted with 
the hand. , 

63. Rugby Touch 

Pitch-*— A rect^gular pitch 100 to 180 feet in 
" length by 60 to 120 feet in width. 15 to 20 feet 
from the goal line a line parallel to it is drawn. The 
spSte between these two lines is the Ofi-side Area. 
In the centre of the pitch is a circle 4 feet in 
diameter. 

Afparatus . — One Rugby or Association football. 

Disposition of Teams. — For 9 a-side : 4 forwards, 
three half-backs, and two backs. , 

For 12 a-side : 6 forwards, 4 half-backs, and 
2 backs. Diagram shows disposition for 10 a-side. 

Object of the Game. — ^To score tries. A try is 
scored when, the ball is received by a player having 
both feet outside the Offside ikxea, carried ky him^ 
and placed beyond the opponents’ Goal Line with" 
either one or both hands on the ball. 

Method of Play. — ^The umpire bounces the ball 
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in the Centre Circle between the two opposing centre 
forwards, who* stand astride outside the circle facing 
their opponents’ goal line. The ball must not be 
played until it has touched the ground. 

The game is played by passing and running with 

lOOtoldOfC. - - 


I I Centre Circle 

Half-backs 

Forwards 

the ball. The, ball may be carried the whole length 
of the pitch by any player. (It is advisable for the 
backs to keep their places as defenders.) • 
Passing may be in any direction. 

A player in possession of the bajl, on being 
Jjouched hy an offonent, must immediately pass it. 

The ball must not be knbcked out of an op- 
ponent’s hands. 

When the ball goes out of play it is returned, 
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into play by a throw-in at the point where it 
crossed the line. This applies to either the side or 
goal line. 

' The throw-in is taken by an opponent of the 
player who last touched it, and may be taken with 
one oh both hands and in any direction. 

Offside . — ^No try can be scored if a player 
receives a pass whilst inside the opponents’ off-side 
area. 

Eeceiving the ball when inside this area is not a 
foul, provided the receiver passes the ball back to 
another player who is on-side, or runs back over the 
off-side line and places him«elf on-side. He is then 
eligible to score. 

Fouls. — (a) Holding, tackling, tripping, or 
barging an opjt)onent. ' 

(6) Kicking or listing the ball. 

(c) Any unnecessary roughness. (“ Touch ” 
must not be a push.) 

^ Off-side (see^ Off-side rule). 

(e) Carrying the’ ball after being touched. 

Penalty . — ^All fouls are penalised by a free throw 
against the offending side, taken from the spot 
where the foul occurs. 

Notes. — 1. This is one of the fastest games 
played. 

2. St is an excellent preparatory game for Kugby 
Football, and when played as such passing forward 
should be made a foul and a Eugby ball used. 

3. If strictly umpired, particularly as regards 
the “ touch,” the game is suitable for use on a hard 
playgromid or indoors, but is at its best played on a 
pitch 60 yards x 40 yards, with ten a-side. 
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4. If played on a pitch of sinaller dimensions 
than 100 feet by 60 feet the number of players 
should be reduced. 

5. To suit the conditions under which it- is 
likely to be played the game has been purposely 
kept simple and no conversion of tries introcTuced. 


64. Handball 

A'ppamtus Required. — One football, size 2, 3, 
or 4, according to age of players, and twD sets of 
goal-posts. These are formed by two upright posts 
each 7-1' feet above the ground, placed feet apart, 
with two cross-bars, one attached to the top of^the 


/QOft.---- 

uprights and the other 3 feet below. The space 
between the cross-bars is the goal. 

It is an advantage if stpng nets are attached 
to the back of the goals. These should be of 4-inch 
mesh, and measure 9 feet by 5 feet. This size 
will form a pouch to hold the ball. 
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JEigliteen sdrew-e; 7 es are fitted into the back of 
the posts and bars forming each goal, and a cord, 
22 feet long, is passed through the outside meshes 
and the “ eyes.” The cord is drawn tight and tied 
at one of the bottom corners. 

Bitch.— Th& pitch measures 180 feet by 100 
feet ; there is a semi-circle (20-feet radius), known 
as the “ goal* circle,” marked at each end, and a 
centre circle, 2-feet radius, equidistant from the 
■goal and side lines. > 

Teams. — Eleven players constitute a full team, 
and their positions* on the field are as in Football ’ 
or Hockey, i.e. 5 forwards, 3 half-backs, 2 backs, 
and 1 goalkeeper. 

■* Aim . — The aim is to score goals, by throwing 
the ball into the net or goal from outside the goal 
circle. ^ » 

Method of Play.— At the commencement of the 
game, and after each goal, the two centre-forwards 
sts-nd outside the centre circle facing their 
opponents’ goal, with heels together and hands to 
sides. The referee throws the ball at least 4 feet 
above their heads and directly above the centre 
of the circle. After the ball reaches its highest 
point in the air, these two players^ may jump to 
gain possession of it, or knock it with the open 
hand, in any direction. The ball is not in play 
until it has been touched by one of these players. 
The players endeavour to advance towards their 
opponents’ “goal by running with the ball, or by a 
series of passes. An opponent is disposse'ssed of 
the ball by a touch with the hand, after which he 
must pass the ball immediately. If a goal is shot 
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by a player touched before'^^e ball has left his*^ 
hand, or hands, the goal is disallcJwed. 

Rules. — 1. At the beginning of the game and 
after each goal the game shall be started by the 
referee tossing the ball up between the centres who 
shall stand outside the centre circle, opposite^ each 
other, facing their opponents’ goal, with heels 
together and hands to sides. ^ 

2. The referee shall throw the ball at least 4 feet 
above the heads of the centres, directly above th& 
centre of the circle. 

3. Kicking or fisting the baH or batting it along 
the ground shall not be allowed. 

4. The method of dispossessing an opponent of 
the ball shall be by touching him. 

5. The ball shall be passed immediately after 

the “ touch.” <■ ^ 

6. No goal shall be allowed from a shot by a 
player who has just been touched. 

7. No player other than the goalkeeper sMl 

enter the goal circle. <• 

8. The goalkeeper shall be allowed to leave 
the goal circle. 

9. No form of rough play such as charging, 
tackling, or snatching the ball from a player sba.fi 
be allowed. ' 

10. A ball caught at the same moment by two 
players shall be thrown up between them by the 
referee, as at the start of the game ; but at the 
place where the game stopped. 

Penalties. — 1. For infringement of Rules 3, 5, 
and 7 (if 7 by an attacker), award a free pass from 
the spot where the offence occurred. 
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2. For mfringgaient of Rules 4 and 7 (if 7 by a 
defender at a moment when bis goal is being 
attacked) award a free throw at goal, the goal to be 
defended only by the goalkeeper. Tbis throw may 
be taken from any point outside tbe goal circle. 

3. * When tbe ball crosses tbe side line, a player 
of the oppositp team shall throw-in from tbe point 
where the ball crossed the line. 

, A ball crossing the goal-line, after being touched 
by an attacker, shall be thrown-in by the goal- 
keeper from the pojint where the goal circle joins 
the goal-line. When the ball is last touched by a 
defender a corner throw •shall be taken by an 
atfiacker standing at the extreme corner of the 
pitch, on the side at which the ball went out. 

For a free throw at goal, a free pass, or a throw- 
in, all players shall stand not less than 3 yards from 
"'the thrower and outside the goal circle. 


SECTION VI 
65. City Wall 

Formation . — ^The game is played round a circle 
. representing a waU. Four gateways are marked 
in the circle, equidistant from "bne another ; these 
may be marked by crosses or bean bags or formed 
by two children standing side by side holding inside 
hands to make an arch. Each gateway represents 
a colour. The game is described using children as 
gateways. *■ « 

Method of Play . — The players dance about inside ■* 
the circle until the whistle blows, when they run 
out at any gateway and round the circle in a named 
direction ; whilst doing this if is permissible to 
pass players ahead. When the whistle goes again, 
the players sprint round the circle to the gateway 
of their particular colour which they enter. They 
form up in 4pubie file inside the gateway, facing 
the centre of the circle. (The first players to 
arrive stand nearest the gateway.) . When the 
last runner is in position the children forming the 
gateway run up the passage between the other 
members of their team to the centre. 

The first team to have its members in this 
position wins. 

Rtdes. — 1. No one may cut across the circle. 
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2. Is 0 one may ttirn back to reach the gateway. 

Note— It is ‘not necessary to have a circle 
marked, as the players must run outside the gate- 
ways. 

66. Foue Ropes 

Apparaim . — long skipping-rope for each team. 

Formation . — The game is played round a circle. 
•Each rope is held by two players as shown in the 
diagram. The rest of the players stand round the 
circle in any order.* 



Flfithd of Flay . — The players run round the 
outer ling, and at the same time the ropes are 
turned ready for skipping, away from the runners. 
At the signal, the players sprint on to th§ir own 
team rope, round fhe outer “ rope- turner,” and 
begin skipping. The team wins which is first to 
have ail its members skipping in the rope. 

W . . ■ ■ ■ 



122 GAMES WORTH PLAYING 

Rules. — 1. No one may cut across the circle. 

2. No one may turn back to reach his rope. 

Alternative methods of scoring are as follows : 

1. After the last member of the team is in the 
rope, the whole team skips a given number of 
times without stopping the rope. The first fo do 
so wins. 

2. After the signal each member runs round as 
before, does two skips and runs out. The teanj 
first in some pre-arranged formation {e.g. double 
file to right of outer “ rope-turner ”) wins. 

67. Racing 'Corner Spry 

Affamtus . — ^Any size baU or bean bag. 

Rormatim.—^he team is placed <as for Corner 
Spry (see Game 32). «• ^ 


Procedure. — No. 1 throws the ball to and 
receives it from each player in turn from Nos. 2 
to 9. This is as in Corner Spry (se§ Game 32). 
^ When. No. 10 receives the ball he runs with it 
round the point D to circle' A, where he stays. 
Meantime the rest follow him (No. 1 leaving circle 
A and joining on behind No, 2), pass behind 
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him at circle A and so back into line. No. 1 will 
now be in circle B and will be the first to receive 
the ball from No. 10, while No. 9 will be in circle C. 

’ Finish . — The game proceeds in this fashion, 
the throwing and running alternating, until the 
players are back in their original places. 

Notes. — 1., The position of the point D can be 
arranged as is most suitable in the space available. 

, 2. This combination of throwing and running 
makes the game a suitable one for cold weather. 

% ■ 

68. Team Intebcepting 

^Apparatus . — football or small ball. 

Formation . — Four teams of four to six players 
take part in tire g%me. Three of the teams spread 
^out overTihe ground while the fourth team, which 
is the intercepting or attacking team, is lined up 
at one side. This game can be played within one 
comrt of a netball pitch, or may be played without 
definite boundaries, but the space used should not 
be too large. 

Method of Play . — The ball is thrown into play 
and at the same time the mtercepting team run 
on to the ground. The three other teams pass 
the bail from one player to another, trying to keep 
it frorft the intercepting team. Each pass (unless 
the bail touches the ground) scores one point. When 
one of the intercepting team catches the ball he 
immediately holds it^above his head and thfe next" 
team in order runs out and forms a line at the side. 
If, however, one of the attacking team gains posses- 
sion of the bail after, it has touched the ground. 
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*< *r ' 0 , 

this does not bring the innings to a finish, unless 
that player can make a pass to another of his team. 

Objed . — The object of the game is for the three 
teams to score as many points as possible befoife 
the intercepting team catches the bail. 

Each team intercepts in turn and the winner is 
the one with the fewest points scored against it. 

Rules . — ^Rules as in Team Passing (see Game 45) 
apply in this game. 

69. Pirate^ 

Affaratus. — 8 to 12 fcean bags or small balls. 

The game is similar to Team Intercepting 
(Game 68), but is designed for larger teams. 

Formation . — ^Four teams of sij: to twelve players 
take part in the game. Three of the teaiffs spread ^ 
out over the ground and they have possession of 
the balls. The fourth team is lined up at one side ; 
they are* known as the Pirates. , " 

Method of Play.— At the signal the players of 
the three teams start passing the balls from one to 
another. No two consecutive passes may be made 
between the same players. Whenever a Pirate 
gets a ball he runs with it to the scorer, and when a 
pre-arranged number (say 6) have been Collected, 
the innings comes to an end. • 

_ Olfect.— The object of the game is for the 
Pirates to collect the given number of balls. Each 
team becomes the Pirates iu^turn, and the team 
which collects the balls in the shortest time wins. 

Notes.— 1. This game, if kept simple, is suitable 
for young children. 
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2. Only a certain proportion of tlie balls sbould 
be collected, as when there are too few left in play 
the game is apt to become dead. 


■ 70. Track Ball • 

Jppamfeis.— One football. 

Pitch. — The pitch is as in diagram. This will 
be found to be the same as in Circular Pillar Ball 
(see Game 67) without’ the centre line. If a Cir- 
cular Pillar Ball pitch is being used for this game, 
the centre line is dif^regarded. 



DtHimitkm of Texims . — The players of the two 
teams? each marking down one of the opposing 
side, stand in the track, except one player who 
acts as “ thrower ” and stands in the centre circle. 
Idle team whose “ thrower ” is in the centre is the, 
scoring team, the other defends. 

Method of Play . — The game is played in two 
^innings each of half^a minute’s duration. At the 
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signal, the thrower passes the ball to one of her 
own side in the track and this player tries to catch 
it, and pass back to the thrower. If successful this 
constitutes a complete pass and scores one point. 
The object is to score as many points as possible 
during the innings. The game is continuous for 
the half minute, and does not stop after each com- 
plete pass has been made. The defenders mark 
down and try to intercept passes from the throwers 
to the attackers. The ball must be returned with- 
• out waste of time to the throwq?:. When time has 
expired, the other side takes its innings. At the 
end of this, the team wills which scores the higher 
number of points. , 

Rules. — 1. A “ thrower ” must have one or both 
feet in, or over, the centre circle ,both in throwing 
or catching the ball, otherwise the pass is iiffiomplete ^ 
and no point is scored. 

2. All other players must have both feet in the 

track. • , 

3. If the ball goes outside the circle, it must be 
returned at once to the “ thrower.” 

Note . — ^At first a longer innings may be given, 
and the “ thrower ” changed, but as the play 
speeds up it will be found that 30 seconds is long 
enough. There wiU always be one mortf in the 
defending team. ' 

, 71. Theeb Coebt End Ball 

Affaratus . — One football. 

Pitch. — ^The pitch is rectangular (about the size 
of one netball court), and is ^vided as shown in# 
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the diagram. Tlhe measurements may vary, but 
the proportions should be kept. 

. Blue Defenders Red End-catchers 

\ 30fe35fk.^.^ ^ 

■ ■■■■A — . ■ ■■■' * , 

^ ° ° ^ Red s End Court 


^ Neutral Ground 


^ Neutral Ground 


Blue's End Court 


Blue End-catchers Red Defenders 

''Disposition of Teams . — ^Two teams of^nine to 
fifteen players are divided into three sections. 
When the teams are of such a number that they 
cannot be divided equally the extra players should 
be in the centre court. The teams are placed as 
shown in the diagram. 

Method of Fiay. — ^1^'he ball is bounced in the 
middle of the centre court between two opposing 
players, who stand 3 yards apart, each with his 
left side towards his own end-catchers. The ball 
is in play when it has been handled by one. of thq 
players participatin§ in the bounce. It is then 
passed until a thrower of one or other side succeeds 
pn getting the ball to one of his end-catchers. 
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Object . — The object of this ganp-e is for the end- 
catchers to receive as many passes as possible from 
the throwers. Each catch scores one point. Play 
. is continued without a stop after a point has bem 
'scored, the end-catcher who is in possession of the 
ball trying to pass quickly to one of the throwers 
of his side. If an end-catcher gains^possession of 
the ball after it has touched the ground this does 
not score a point, but if he passes quickly to one 
of his own side in his own court a point is made. 

Rvles and Penalties. — These^are the same as in 
Team Passing (see Game 45). 

Notes. — 1. It will beHlound that this game can 
be played at an earlier age if the children are not 
expected to mark down a specific opponent. Tils 
marking down can be taken as a later development 
in the game. • 

2. During the course of the game three changes" 
should be made so that the players play in each 
of the ceurts. " 

72. Eacing Eoundees 

Afparatics . — One football or small ball. 

Pitch . — Thfe pitch is marked with a batting line, 
and 6 feet in front of and parallel with it,- another 
line is drawn. Four bases marked by chalk oeosses, 
bean bags, etc., are arranged as space will allow. 

Disposition of Teams . — ^Members of.the batting 
team stand behind their Hne. The other team is 
placed for fielding with a *bowler behind the 
bowling line and opposite the first batsman. The 
teams contain from six to ten^ players each. 


I 
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Method of PZa^.— The bowler delivers the ball 
by an underarm throw to the first batsman, who 
hits the ball with the open hand and immediately 
rtms round the four bases. As soon as a fielder, 
gets^the ball, the rest line up behind her and the" 
ball IS passed overhead from one player to the next, 
a point being scored for each pass. If the ball 
reaches the end of the line the players turn about 
.^nd continue the passing in the reverse order. If 
the ball is caught offl a hit, five points are added to 
the score. 

Ol^ect.—The object of the game is for the 
fielders to score as many"' points as possible while 
thQ batsman is running the rounder. 

PwZe5.—l.^ The ball must not be hit behind the 
' batting line. ’ If tl^is happens another ball is bowled 
,^to the safiie batsman. 

2. Fielders must not stand in advance of the 
bowling line until after the ball has been hit. 

"'3. In the overjiead passing, each play-er must 
touch the ball. If a player fails to do so, all 
subsequent points are lost unless {a) the defaulting 
player runs to the back of the line, or (6) the ball 
is handed back to him. 

Note. — When there is sufficient space to allow 
of good ‘hitting, the gaiiie should be played with a 
small ‘ball, and a rounders pitch may then be used. 

73. Scout 

Affarains.—Oia^ small ball. 

Pitch. — The pitch is as shown in the diagram. 

, Disposition of T^ams. — With a team of ten, 
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eight players remain in their own, court while the 
other two are sent out as scouts into their opponents’ 
territory. 

, . Method of Play . — The ball is bounced or thrown 
lip in the neutral ground between two opposing 
players, who try to secure the ball and pass it back 
to their own side, to which they the^iselves must 
immediately return. The home players then try 
to get the ball to their scout^, and if successful the, 


70 ft. 



one wh» threw the ball crosses pver to the enemy 
territory and becomes the third scout. Scoring 
only begins after this. If the ball passes out of a 
court the player nearest the ball (other than a 
scout) throws it in again to that court. If the ball 
becomes dead* in the neutral ground any home 
player may go for it, but he must pass it 'back to 
his home territory and immediately return iro this 
himself, 

Ohject . — ^The object of the game is fer the home 
players to get the ball to tl^ir scouts. A point 
is scored for every ball caught by a scout. Scouts 
may pass to each other, but such passes do not 
score. 
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Rules. — ^Rules 2, 3, and 4 of Team Passing (see 
Game 45) apply.' Except under the circumstances 
specified above, no players may enter the neutral 
ground. 

Penalty. — ^For any foul, the ball is given to-^ 
home player in the opposite team. 

Note. — ^After a time limit has been reached or 
when a pre-lrranged number of points has been 
scored, the scouts are changed and the game 
2e-started. It is better to play in short breaks as 
the scouts have to be very active. 


74. Four Coubt^Team Passing 

'^A'p'paraZus . — One football. 

Pitch . — The ground is divided by five parallel 
lines into* four eqfial courts about 5 feet in width 

k 

< 30 to 40 ft. 


and 30 to 40 feet in length. This length of pitch 
will accommodate five players in each court. - 
Disposition of Tiatm. — The teams are placed 
as shown in the diagram. 

Method of Play. — The game is started by 
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bouncing tbe ball on one of the lines between two 
opposing players. The one to secure the ball tries ■ 
to pass it across the opponents’ territory to one 
of his own team in the other court. Players in 
'-tbe same court should pass between themselves to 
make an opening. If the ball goes out of bounds, 
a free pass is given to the nearest opponent of the 
player who touched it last. 

, Object . — The object of the game is to score as 
many passes as possible between members of tlfe'''* 
. same team who are placed in different courts. 
Each successful pass across ^n opponent’s court 
scores one point. <» 

Rules. — 1. The ball must not be passed above 
the heads of the players. 

2. A player must not cross any line with either 
foot, but he may reach over an opponent^ court. 

Penalty . — free pass is given to the neares*8* 
member of the opposing team. 

0%er rules and penalties as in Team Passing 
(see Game 45) apply in this game. 

Notes. — 1. This game is specially designed for 
play where there are pendant lights or low walls. 

2. As play in the centre courts is the more 
active, playe:(:s should change courts at half-time. , 


THE END 



